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THE COVENANT 

PSS's stunning 256-screen arcade- 
adventure. 

► Huge playing area 

► Beautiful, detailed graphics 

► Numerous puzzles 
i> Shooting, dodging, leaping 

► An A A Rave 



x 

On DISK too! 

Simple type-In listing inside V 
shows you how* r 
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No less than FOUR of the Safest amazing releases 
from P5S in cut-down, demonstration form - but 
still playable!. 



Can you master 



ling scroen? 
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How much can you crack in TWO MINUTES? 








Explore 10% of the total, va«t playing area 
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Tlw war game's arcade action section complete. 




UK 



Type ins - great graphics in this months listings. Reviews - Frankie, Gef 
Dexter, Batman, Doomsday Blves, Serious Software - Scratchpad PfosWk 
Disc Demon, Special - Port one of our teach-yourself programming series. 
Also featuring competitions, letters, great offers and a whole lot more. 
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3D CANCSTBIIS NUT TOW 

spectrum 48 K Interactive 'bubble' speech odds to the 

1? 4§) dramo of this true life defective movie 

_=/// 7/w§) Dont miss this picture -it speaks for itself! ■= 
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SPECTRUM 48K Irpucjinrkiftwwri^^ 
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Imagine Software u dwii table from: :M£; , WIISMI 1 1 1 MSSESSS. WOOtWORTH LASMrs Rumbelo ws Grww Spectrum Shops and all good dealer 
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COVER GIFT SPECIAL 



16 Cover Cassette* bi conjunction with pss. 

Amstxad Acuon is proud to present the whole of AA Rave The 
GavQii&jtt, plus demos of aoiue 5Jaggering new French gamei - 
^eluding this month's Mastergarae -and two of PSS" a controversial 



wargamet 




HOT REVIEWS 



5S Get DeiCter. Has Oiare ever been i finer arcade 
adventure? We don'! think so. Neither will yon when 70*1' v* seen 
what Wade has to say, 















48 Batman. The Gaped Cfusader is here I And he really 

is something special. This is a Zap!*t, Graah^S, Pow + ?*l game if 
ever there was one - beautiful graphics, huge playing area and 
puzzles worthy of The Riddler himself. 



50 Thing on a Spring, one of the cutest 

ohartactgrs in micro-computing boange around in one of the sprin- 
giest game s we've ever seen. 

52 Fair light* liar's made it So the Amstrad at last. Can 
you help him find and eliminate the Wizard? 

60 Tomahawk, Digital lnteg nation's helicopter com* 
bat {Hght-simiiLaior is based on the fiersome Apache 'copter. But it's 
a whole lot cheaper - and just as much fun. 

66 F rankle. Welcome to the pleasure-dome, mundan- 
ities. Why not cry to become a reaJ person with tfiii srylish game? 

66 Doomsday BllieS. A grim scenario in this 
French arcade adventure - but cool graphics and some mean 
g&meplay. 



MAY SPECIALS 



45 Staff to program! The fuss m a series of 

articles by Andrew Wilton which will uke die Absolute beginner 
ftirough the imglas of BASIC. 

74 Level 9. We've been all the way TO Weston lo see 

Level B - the people who writs your favourite adventures, 

112 Cover cassette corker! a 

STAGGERING £3 reduction if you buy one of (he PSS games on our 
cover cassette. An .AMAZING 5f off it you go for two, and even 
BIGGE1 cuts when you get more. Don't be a mug - smash the piggy 
bank now! 



100 Rasputin. Lasf month's Master game mapped out - 
in good l o) AmfliradArtionColor. 



JUICY OFFERS 



40 Batman & Frankie. Forgot Batman and 
Robin - this it the dynamic duo you should be linking ol Ocean 
are awarding 25 pairs of these AA Raves io ifte readers who can 
answer some lough questions, 

90 Disk offer. At last - in conjunction with Ambyte 
we're offering you the chance to get all your favourite software on 
disk at knockout prices. Don't miss oat on this mind-boggling offer! 

113 Modem package. £32.so oft the Pace 
Nightingale modem with Comma tar software and interface. 



88 Toili&lliiwk. Yom chance* to win a copy of the 
Raved combat flight simulator. 




ACTION REGULARS 



8 Ed -Lines. Featuring a very special and poignant 
message from the editor. 

10 ReAction* Featuring some very special and poign- 
ant msasagei from you. 

18 AttlS€Cit6- A^l the n^s, including a report on Fit 
Joyce. 

20 Serious Software. Laser Compiler. Scratch 
pad PIn$, The AniEn&t&r, Disc Demon - all reviewed. And reports on 
some of the latest books for Arnold. 

47 Action Test- Phew! Whatalota acorchen! The usual 

meticulous reviews of the latest and hottest games. 

72 Voice Of the People. Whore you g*t your 
say on the games we've reviewed. 

78 Adventures* The Pilgrim bounces back wtth ano- 
ther potent brew, 

85 High Score. What you're up against m the tough 
old world of mega scores 

92 Type-IBS. Three groovy coioui -switching graphics 
progs to tap in. 

95 Cheat Mode. Who Date* Wim ff- how to win if 

you've only been able to dare so far. Plus tips and pokes on a host of 
QAznes. 

104 Hot Stuff- ALL those very special offers. 

108 Charts. What your favourite program* are . 
109 Forms. Fifl 'em in and send 'em off. 




Basildon Bond 



THE ADVENTURES OF BOND , ♦ , 

BASILDON BONO" 
Starring 
RUSS ABBOT 
Featuring 

CGOPERMAN, BLUNDERWOMAN, BOND 

Under strict and confidential orders from P, who 
has been re-named B ( to confuse the KGB , Bond 
has been assigned to rescue Russ who is being held 
captive by a rival comedy act , in the dungeons of 
the television studio. 

Traps, puzzles, jokes, fight sequences and 
famous characters are combined to produce a 
funny and slightly hilarious arcade adventure. 

Featuring Russ Abbots New Single 
"LETS GO TO THE DISCO" 



new 



Available for the Commodore 64 £9.99 
and Amstrad 464/664/6128. £13.99 dt* 

Soon available for the Spectrum & Amstrad 




The most amazing arcade adventure to be 
released for the Amstrad is NOW available 
for the Spectrum. 

Amstrad Action Review — A.A. Rave 

Graphics 94% Sonics 75% Grab Factor 85% 
Staying Power 89% AA Rating 87% 

Amstrad £9.99 Cassette. £13.99 Disk 
Spectrum 48K £8.99 

i.iif-|i|^.H.|jjjjijjy 





lots from Amstrad vartian 

155 MITCH AM ROAD, LONDON SW17. Tel; 01-672 9179 
Selected titles available from 

W.H. Smith 





WIN 



AN ACTUAL 
MOON CRESTA 

ARCADE 
+ MACHINE ^ 




TRIPTO THE 
SPACE WAR! 

THE CLASSIC MOON CRESTA MANUFACTURED 
UNDER EXCLUSIVE LICENCE 



TRADE AND CREDIT CARD ORDERS 
TELEPHONE (0734 \ 78 

INCENTIVE 
54 London Street. Reading RG1 4SQ 




I^wwofiofitl , droasBoro, _ Qjiarferstaft; Ban&Q&ainj 





Ptfte Staff Axefflan $moro%ftt 2 
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AM5TRAD 464/664/6128 

£8.95 Cassette 
£14.95 AM5TRAD 3" DISK 



HsBBE 



SOOFi FOR C6yv; 64 
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ENGLISH SOFTWARE 

1 North Parade, Parsonage Gardens, Manchester M60 1BX. 

— ' Tel: 061-835 1358 

Distributed by U.S. Gold 021-359 8881 
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RIO |# FOR YOUR CPC 464 f 

AVAILABLE NOW • 



AFTER A SUCCESSFUL LAUNCH AND SELL OUT AT THE AM ST RAD 
SHOW IN JANUARY, HUGE NEW STOCKS HAVE NOW ARRIVED 
FROM WEST GERMANY, CHECK THESE FEATURES: 




EASY INTERNAL "PLUG IN" I NST A L L AT ION- » .-NO SOLDER IMG REQUIRED- 
INTELLIGENT ROM SOFTWARE ENSURES MAXIMUM PERFORMANCE 
UNDER BASIC YOU HAVE UP TO 2SSK PROGRAM SPACE AND 256 K DATA SPACE. 

FOR USE AS $UPE H FAST RAM DISC 1 
32 K PRINTER GUFrE Ft BUILT IN NOW YOU M AY T YPf AIVD I N T AT THE 
SAME TIME. 

SUPERFAST ROM H E SIDE NT ZBD MONITOR MAY BE CALLED FROM BASIC ALLOWING UN LIMITED ACCESS TO THE HEART OF 
YOUR CPC FOR TRACING. LISTING. DUMPING, ASSEMBLING AND SETTING BREAKPOINTS ETC, IN MACHINE COOE" 
BUILT IN BASIC GRAPHIC COMMAN D SUBSET TO SATISFY THE WISHES OF ANY CRT ARTIST ! 
FULLY COMPATIBLE WITH AMSTRAD 3 r DISC DRIVES OR 5.2S" DISC STATIONS FROM SCREENS ! 
GIVES YOU 60K MAIN MEMORY UNDEft CP/M UPON WHICH MOST STANDARD PROGRAMS WILL R UN . 



SUPPLIED WITH 6 MONTHS NO QUIBBLE GUARANTEE. ENGLISH MANUAL PLUS FREE 
SERVICE PASS ENABLING REGISTERED USERS FREE ACCESS TO SOFTWARE UPGRADES AS THEY ARE RE LEASED, 




ALSO AVAILABLE IN 64K, 128, 256 AMD 32DK RAM SIZES. ALL RAM CARDS ARE FULLY UPGRADABLE T0 512K 




FLOPPY DISC 
Station For CPC 464 
Owners/ 

™ LY £399! 



'STAND ALONE 1 POWERFUL FLOPPY DISC STATION BUILT TO THE 
HIGHEST STANDARDS IN WEST GERMANY AN P NOW AVAILABLE 

IM THE U K- 

* USES DUAL BASF 6*38 £25" SLIMLINE DRIVES OF MOST MODE RM TECHftfDLOOY 

* MA$$IVE 1.4MB TORWATTED CAPACITY 

* FLDPFY DSSC CONTROLLER OF NEWEST GENERATION DESIGN IN C ORPO RATING 

"V OOS'' OPERATING SYSTLVl 

* COMPATIBLE WITH 3" DISC DRIVE- TRANSFER PROM 1 TO 3""' FORMAT WITHOUT PROBLEM 

* SUPPLIED WITW »CPM 2 2 OPERATING SYSTEM WITH MANY US-E FUL MTI LITJES 

* NO HARD OR SOFTWARE CHANGES BY USER NECESSARY 

- SUPPLIED WITH EXTENSIVE ENGLISH MANUAL AND NO OUlBBLE GUARANTEE 
* CPM 1$ A REGISTERED TRADEMARK Of DIGITAL RESEARCH 




CPC 
6 12 3 



PERSONAL ASSISTANT 



PCW 
3 2 5 6 



A COMPLETE INTEGRATED 5QFTWAHE PACKAGE FOR THE AMSTFSAD 

CPC 6128 AND PCW 0256 TQ MEETTHE NEEDS OF MOST SMALL BUSINESSES. 



* WQn DM ATE 



* DAT AM ATE 



* MAI LM ATE 



* APPOI NTMATE ■ 



# BILLMATE 



* BAH KM ATE 



A Ward Processor with excetlent function*! Word ¥Vr*>- 
Justsf Ration, Teal Manipulation, Centring, ScroHing Etc 
W5th Full ri ON-SCREEN" Editing. Fnftgrate* fully with 
O AT AM ATE and MAI LMATE. 

Versa Trie Database wiiti full screen contiguretion, 
M-uItifH* Pa^K. Muhlpte Fietdlines, HeJp Page,. 5 Search 
Method, Soft, Update. PPus much Mora ! 

Biiifd /our own Mailing System, Create tetters with 
WORDMATE, and MAi LMATE will amornarical'y pnfst 
Spe^SQnaHy addressed setter to your diisnlS. 

Ful rv CamptfT*?rii*d sppoin-trn-BntS SVSterfl alltwing V™ 
to Bonk, Search, Car>te1, Amend appointments Ouickltf 
3rd Simply. 

Create IhvoEphs, CalcuratE VAT DiscQunts ate 
Prints Invoices ontoplafn paper wilh almost any Dot 
Matrijc Printer. 

Handr&s your Bank Account / Credit Car<j Account In 
much ths same way a? your bank does. Prints Statements 
and display! balance at any timeu 




From the tree of light by the river of signs 

Vogr journey begins before sunrise 
Vgu weave your way o'er rivers and lands 
Thru" the ca&He of ants and she bridge of strand* 
To the platform of air ar>d ttie chains of woe 
And trip ladder qf night whf*re no- one- dare go, 

ZAN!A FOR THE AM&TRAD CPC 464, CPC 664 & CPC 6128 
IS THE ULTIMATE 100% MACHINE CODE EPIC ADVENTURE. 
ALL ACTION IN FULL ROLLING GRAPHICS WITH KEYBOARD 
OR JOYSTICK OPERATION. 

HOURS OF FUN FOR ALL AGE GROUPS 
A VAtLA BL 5 £W DISC GNL Y 




kLUB MODULES 
ON ONE DISC AT 
AMAZINGLY LOW PRICE 

COMING SOON ! 
SPEL LMA TE f SP RE ADM A TE & 
ACCOUNTMATE 



Or DIRECT POST & PACKING F- ft b h ^Q!U: 



AVAILABLE AT GOOD COMPUTER STORES 



Moor Park, North wood, Middx. 092 W 20&64 
Tel**; 923574 ALACOL-G 




Dear Readers. 

Goodbye. That may seem an odd way to start a letter, but the 
thing La, you I'm leaving. Fresh fields and pastures new 
beckon me, so Amstrad Action and Pete Connor must tear 
themselves apart 

Well, n wasn't an easy decision to go. IVe grown very 
attached to the mag since it began way back in September of 
J 986, I v& left my mark all over it In the form of mi&piints, errors 
etc, But the rime has come to return to civilization, after a couple 
of weeks drying out the cider on a health farm. 

AA P though, will be left in very good hands. Publisher Chris 
Anderson will revert to his previous incarnation of journalist to 
look after the next issue. After that the mag will be edited by 
Matt Nicholson, formerly editor of What HiFi and What Micro. 
For more details of Matt, see the next page. 

If you've noticed what was on the cover and if you 
haven't, see an optician - then you'll realise that this has bfinn an 
exciting issue 10 go gut on. The cover cassette ls a real bobby 
tivMvz Not just a whole free game, but demos of some of the 
most eseitmg software around - including this month's Masfer- 
gam* I think the rest of the issue matches up to the cover. 

So, once again, I bid you farewell. I hope you've all had as 
much pleasure from reading Amstrad Action as I've had editing 
ei. And suck with it - iTs getting better all the time. 



Am s trod Acttorr 
The Old Bom 
Sorrier ton 

Somerset TAl 1 7 PS 
^0458*74011 

(This ts (htf -address for aft 
odUton.iL matteri and £ot sub- 
scriptions, but • itoi for 
advertising i 




Hi-score challenge 

Now that you ail have copies of 
The Covenant we expect to see 
a massive battle ensue for the 
title of Nationwide Covenant 
High Score Champion. Check 
out the Hi Score pages in this 
issue for the current champ. Go 
on, knock him off the iop] 



SOFTWARE EDITOR 

Bob Wade 

TECHNICAL EDITOR 

Andrew Wilton 

ART EOlTOft 
Trover Cilhun 

ASSfSTANT ART EDITORS 

George Murphy 
jane Toft 



PUBUSHER 

Chris Andersen 

PUBLISHER'S ASSISTANT 

Diane Tavoiiet 



ADVERTISEMENT 
MANAGER 
C a ye Colli:;--: 
flf 01-321-3592 



COLOUR ORIGINATION 
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Incoming Ed 

AA's new editor it to be Mat! 
Nicholson, who should be join- 
ing in □ couple gf mauds' time. 
Matt, 32, has lately b&en editor 
of the magazine 

What Micro?. Him answer to that 
publication's title seems to be 
AmsErad - the €123 was Whal 
Micro's ma chin e] ol the year, 
1985. 

Previously, Matt was editor 
of What Hi-Fi?. ] don't know 
what make his is, but I'm sure 
it's not an Amstrad - he reckons 
it p B worth gelling on for two 
grand. 

Matt's married and has a 
two-year-old daughter, Jemma. 
He- expects to live in Bristol and 
commute to AA CHQ by car. 



n 



Vayf new lead#r - Artaft Nlcholion. 



CASSETTE LOADING NIGGLES 



Thy duplication company re- 
sponsible for the job of running 
off some S0,000 cassettes for this 
month's supor-duper cover gift 
(one of the biggest releases 
EVER on tho Arnstiad, incident- 
ally) has been talking lo us 
about the problems some 
Arnold owners experience 
loading cassettes. 

Apparently the tape deck 
built into the 464 isn't quite as 
solid and reliable piece of 
equipment as one might wish. 
What can happen is that the 
playback head (the part that 
moves forward when you press 
Play" to road the information on 
the tape] can drift fractionally 
out of line so thai it isn't per- 
fectly lined up with the recor- 
ded track on the tape. This 
shouldn't happen, but ii ii does 
it may result in the dreaded 
Read errors, especially on 
programs thai are recorded at a 
fast speed - on our tape The 
Covenant is recorded at slow 
speed , bui in order to keep the 
tape to a reasonable length, the 
four demos are recorded at the 
fast rale, 

If you do get problems, 
either with our tape or others 
that you buy, there are iwo 
things you can do. Firstly you 
can clean both the tape- head 
itself and. more importantly, ihe 
pinch rollers that feed the tape 
onto it Just use a clean cloth 
with a dab of methylated spirits. 
You will gel better access lo the 
head by pressing Play . 

Secondly^ if you have a 
small 'Philips' screwdriver you 
can adjust the position of the 
tape-head itself. Jus! in front of 
(he Play button is a small hole H 

I .V' | r .,iy ifl pjussed HVi 

adjustable screw moves into 
line with the hole. By turning 
this up to a half turn in either 
direction you may well succeed 



in bringing the tape-head more 
perfectly in line. Try a series of 
SMALL adjustments in one 
direction r and jf that doesn't 
work try the other direction. If 
you make the adjustment when 
a program is running and have 
the volume control turned up 
full, you may even be able lo 
hear the sound become louder 
and ensper. This process is 
called adjusting the 'azimuth' 
and it iB possible to buy kits for 
about £10 which allow you Co set 
it precisely to the Industry 
standard. 




" ** 

' A • I 

Making small adjustments 
lo the azimuth screw will nol 
invalidate your guarantee - we 
find wo have to do it all Hie time 
to get various programs to load. 
Bui all the same you should take 
care Lea* you actually move the 
head OUT of position. Don't try 
it unless you're confident you 
can adjust il back lo i!s original 
position. You should also be 
careful to avosd pressing Si op 
while you have the screwdriver 
in position. Your local friendly 
dealer should be able to make 
the adjustment for you for a 
nominal charge - and if you 
regularly get loading problems 
it's probably worth having tins 
done, rather than constantly re- 
turning tapes. 



Competition winners 

Entries Tor the competitions 
flooded in again last month, 
although the questions dLd seem 
to be a little tougher than usual. 
We received loads of side- 
splitting entries to the Confrdp- 
Hon Caption Competition and 
whittling out fifty winners was 
not an easy task. Even tougher 
war choosmg the five best en- 
tries in part two of the Who 
Dares Wine competition in 
which readers had io think up 
an rip propria to name for a new 
computer language. The five 
who sent in the besl suggestions 
wiU &ach get a copy of AJligata"3 
new game M&ltdevtm. The other 
two cornpa were pretty straight 
forward and entries for these 
were overwhelming, but like 
the others the winners will all 
be getting a prelty amazing 
prize. 

HUN FOR COLD 
Andrew Coot*, tiahl&x; D Car- 
Mi. Witney, Oxon, Smart Har 
vcy N KumbeMide; Nicholas 
Fairfield, Hull- Phiup Woolford. 
W Yoiks; Thomw Mitchell. 
Dundee; Michfle) Longman, 

Leicester: T Atkinson, [fie oi 
Wight: Master M Tyson, 3 
AnB'.on: Chmrophe* Rya.-. 
Folkestone. K#nli Mr D Hewlett. 
Woking; Andrew Taylor. 
HerthJrfid, E Sussex; ]ane Cubb, 
ftjialoJ; Gary MiJiiur, Tv:k- -.i<H 
Wear: Undiay Sieei. Cumbcia; 
T FDfteSt. Poole; N A Holland. 
Eul Huntipul Som#iMt. Joh 
nathan Humphreys, Wesigate- 
on'Sea, Kent: PajL 
Barrow. Tyr.e *nd Wear. 
Andrew Heuzc. Manchester 
Ben Leidbelter Biandfoid. Dat- 
*dt. David Swallow, Grantham, 
Lines. K Johnaon, Coventry; p ] 
Bertram, N Ireland; George 
Stephen, London N1& 

Hardsoff? 

A very funny press release 
came in to the office a couple of 
weeks ago from a new company 
claiming to be called Hardsofi, h 
gaw detaUfi of their new re- 
leafef - Seal Cult, Adds Alert, 
Motorway Maniac A* you can 
imagine, they were all in the 
worst possible taste. And far too 
disgusting ?o repeat in what is. 
alter aJJ F a farruly magaame 

'Spoof, everyone shouted, 
especially on seeing that they 
were due for reeJeu* in 'the 
first week of April*, but also 
included were genuine and 
horrifying, screen ahots of the 
games. If someone had gone to 
the trouble of actually pro- 
grammutg lomethirtg, it 
couldn't just mean that.., could 
it? 



CONTRAPTION. 

Bitndar. W*s<, Bolton; Christo- 
pher Smith* Watford; AiH«y 
Catter-Cairri*. Hemel Heittp- 
alead: Mr T Cooney. Berwick- 
on-Tweedy Mr U Walker. Liwr- - r 
pool. Ttty Kayes. Cambttrloy: 
Sunon Kopei. Stourbridge; 
finica Aj]flby, A'.icid, Lines; 
Mark Tyson. . S. Anatoli; Earl 
Whit&lwr,, s Humbfirnde; 
David Hall, Manchaatur: Dean 
Hughes, Stoko-OTi-Trent: Craig 
HcadJord, Blbiot: K*vin Nixon, 
Jtalkcihun; Stephen Laddie, 
Rndlett, Harts; T Fori etc, Poo^n; 
Anthony Hlchardi, Swansea: 
S^lLy Christie, CarlisLo; D Rafjj- 
(innee, Grays, Ewojt; Daiyi 
Ward, Wigaton. Letca. Paul 
Murphy. Undon IflSt; Mr J H*n- 
d«Tson, BTl«tot: Mr Stan Fcwell, 
Da^er-hanv: P G Wot rail. Ayr; 
Leo TcwiiaaAd, London. Ni; Mr 
R Oswald, Birmingham; 3 Hat 
iiwon. QaJiitgjEoke; Botam Nor- 
man, Kings Lynn, Norfolk; rt ; 

AlUbonB. Worrhu^: Phdip 
Wood. W«t Horiley; Martin 

Prah, l,ondori Cplney. Herla. 
Ralph Turns:, NowpoiL H G 
MesBLnqur, Abernethy, Perlli; 
Wiehoifli Purser . HarrogAia: 
Paul Barrow, Tyno And Wear: 
Mr D Huv-lctt. Woksng; David 
Rartrliffr Syibiton Suur«y: Ban 
LeadbeiH*^ Blandfoid; tan 
Tlsompson, Stdnlvy, Co Durham: 
Michael Bu6, Wsit Bromwich; 
Mvrh**] W*lih. YorJc: Nidr 
Mugh^i. Lou Mi. Lines: A Wait*, 
Lendtafi S£23: Chad Gziffin. Sir- 
mmgham; Martin Applotoa t 
Doncasscr; F Thorp. Haddeis 
field, William Leung, Gidfcury. 
W«r Mids. Mr S J Lee, Hunt- 
ingdon, Camba; Steve Doyk.-. 
Studl*y. Warka; ilichard Con- 
ray. Bradford 

WHO DARES WINS PART 1 

Bill Miller. Tyn* and Wei; 
Potur Shirley, Miichtn: Johnaihan 
WjUiAmi. Sutton: D Gariui, Wit- 
ney: Jiison &e!J, Manch^ilof; Mr 
L Walker. Liverpool: Sunon. W. 
MldLanda: Hugh Utquhait. In- 

vernctfs- Colin Morrison, Pctih. 
O Cunningham, W. Lothian: Mr 
M ] Dold^rflan, Chorloy. Lares, 
K Kofir.iowBki. M^riOct Some- 
race: Aim Gougti. Ha^milq-s; hen 
Ltadbctier, Blattdford, Dorset; S 
Wickham r Marwchi C WiruUxb 
ley, Preston l John Lloyd, Hor- 
tJuLrn; K Hartlaiid. Hereford; 
Gareth Walton. Bajtleynealh, 
Kent; S Martinez. Liver pool; 
David Ehaw n Mflwinel4, Notts, 
Mr £ ] Npft, tjwiUngdan, CarnJatf ; 
Mr A Luck«r. London Wfi: 
Anihany tiogan. Bellas?. 

WHO DARES WINS - PART II 

Anthony Logan, Belfast; K Hart- 
Land, Hereford; lan turrLOf, 
Tpjornhill; DftVid Noiton, Dublin 
2 5; Alan GilLespLC, Belfast 
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Thi* month we've got a really exciting nasty letter — 
see The truth about ratings. We had the coy rage Id 
print it Will Mark Smith of Brentwood have the 
courage lo play the super tape he has won? 

Nothing else is top nasty this month. But if you do 
wont to vent your spleen - about us or anything eke — 
this is the place ta do it. Send your letters of praise, 
condemnation or query to: Re Action, Amstmd Action, 
The Old flam, Somerton, Somerset TA 7 1 7PS. 



.... . 

Kite bockehaf 

Vm not knocking the mag - fax 
from it. It's easily the best 
around, with excellent reviews 
And previews. But 1, and other?, 
just cannot agree with your Elite 
mega-tips in your April issue. 

They state that you should 
buy a beam laser first. Now, T 
am not Elite but three weeks 
ago I was Dangerous with about 
d0 p 000 credits to my name, 
before sending it back to Fire- 
bird for debugging. Th^ teesi 
thing I found to boy tint was the 
docking computer because 
a» You cannot smash your ship 
into the side of the space station 
b. You don'^ave to spend half 
an hour looking for itt 

But we aQ agree with the 
rest of the tip;-, especially the 
one which tells you to fly out of 
(he space station, trun round, 
and to shoot all the vipers with a 
Military Laser. I use this to get 
up the ratings Remember, 
though whenever using this ~ 
always have a hyperspace loc- 
ation ready for a quick escape* 
Emmet Maatempn , 



O Q 




Tut etjfe to**\V*r 



I have been playing Elite from 
Firebird tor about a month now 
and i have reached the status of 
Competent mainly due to trad- 
ing in Narcotics. While I have 
been playing a few bugs have 
come to my attention. Namely; 

a. The game will crash during a 
fight sequence, usually where 
there are many ship? on the 
scanner. This is most infuriating 
when the game takes 10 minutes 
to load from cassette 

b. On a visit to Lave t spent 
about 19 minutes travelling in 
the direction of the satellite at 
full speed and 1 still didn't see it 
on screen. 

a When there are many ships in 
the vicinity for some peculiar 
reason the computer thinks the 
satellite is in range and prints 

the *S'. 

d On buying an escape pod the 
inventory does not print it oa 
the screen, although the com- 
puter will noi allow me to buy 
another. 

You would have thought 
these points would have been 
noticed by the ^logrammeis - it 
took them long enough to 
Saunch the game - and put light 
before they marketed the game, 
Simon. Eotdeinmfrs* 
B&urae, Linen. 



Emmet - Bob Wade agrees with 
you, Mf sooner or later yswVe 
got to get that Jftfer 
Simon - what you have m (a) is 
the Elite m&ga-bxig, the one 
everyone k sbeen complaining 
about. Send your cassette back 
to Firebird and they will re- 
place it Sob W*de says that the 
events described in ■: b ) a re per- 
fectly possible - after all, spece 
is a big place, fc} we 're not sure 
about and ; ,fd) is a bug bur 
doesn't realiy matter - you've 
got the pod, so you can use if. 



Open yer ears 

Recently I was getting a lot of 
slagging off by Commodore 
owners because of Amstrad's 
lousy sound and 1 knew this 
problem could only double 
once Spectrum owners up- 
graded to the 3 29K. 

So after hearing so much 
from Amstrad about outputted 
sound I bought myself a jack 
plug to connect to a five-pin din 
lead and. after much playing 
around. I finally outputted the 
sound. And what a difference! 
Dare I say it - sometimes better 
than the CBM64. 
M Jones 
Dagenbam 

By all means say it - Amstrad 
sound through th& stereo 
sounds fab. 

Help! 

Could somebody out there help 
me? I am a newcomer to com- 
puting and 1 do not understand 
where on earth people get all 
these pokes from. Would it be 
possible for a technical expert 
to write a short article about 
them? 

Secondly, is there anybody 
out there who finds Bounty Boh 
tedious? Surely a facility should 
be provided to enter the game 
at a desired screen. The manner 
in which the game plays results 
in (1) losing a life every time, 
and (2) having to tediously re- 
trace your steps. 

What I am basically saying 
is h has anybody got a nice poke? 
Gary MUaer 
farrow 

There's no simple explanation 
of where pokes come from. 
Gary. You need io know a fair 
amount about programming to 
come up with them. As for a 
Bounty Bob poke, we haven Y 
had one yet, but if we do get 
one we r ll certainly print it. 



games 

1 just thought I would write to 
congratulate you on your fantas- 
tic mag. But* tm afraid, 1 have a 
few complaints. 

Your software reviews 
seem to be getting smaller, and 
a lot of space is taken up by ?*!? 
games. I think it would be better 
to have a lot of good games and 
then just a list of bad games, like 
the Bottom 20. BLaby and Centra) 
Solutions are a few software 
houses I could mention but 1 
won't* 

Now on to the good points. 
The previews you had this 
month were excellent, especi- 
ally TTre Eidolon and Knight 
Games. While 1 am on the sub- 
ject of games, could The Pilgrim 
help me on Warlord* because 
sooner or later that game i* 
going to make me crack up. 
How do you get past the bear at 
the forest or how do you get the 
amulet off that sily Celtic priest? 
He and the bear always seem to 
kill me. 

Now on to a little word 
about Toot, What is he? Where 
did he come from? Why does he 
Look like a pea on legs. 

Keep up the good work and 
tell Bob Wade to keep the *?!% 
games limited lo only a tew, if 
any. 

Simon Dean 
Oakham, Rutland 

Our policy at AA is to review 
every new game we can get our 
hands on, After aiA you need to 
know about th&m. if we fust said 
'these games are naff' it would 
be unfair to the authors and 
even more unfair to the readers* 
Toot's origins are shrouded 
in mystery, although it is po- 
ssible that we may one day be 
able to reveal more details. 
Your plea tor helop has been 
forwarded to The Pilgrim, so 
keep a look out on bis pages 



? 
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Tfw truth about ratings 

I am Writing to congratulate you on such a wonderful magazine. The 
review? are » accurate, md What a brilliant idea to have only one 
reviewer for every gime - it must save you pounds Your covert 
are superb, or as the man on the A*££'%! Stand at the show said: h U 
looks like a five-year-old's been doodling' . 

by the way, how did Hypersport* get 8B%? 0* was it supposed 
to be 8.8 %? Even the Spectrum can fit all the evunte in at once How 
did Beach H**d get 82%? It *hould have been lucky to get into 
double figure*, 

I have designed a ratings translator to help us get more from 
your rv^newn. 



Hw you get the number Correct number 



Graphics 
Sound 
Crab Factor 
Staying Power 

Overall 



Number of colours on the 
cassette Inlay 

Random number between 
0 and 30 

Depends on amount ef 

advertising 

D opcn.ds on reviewer's 
mood 

Random no. not loo fax 
from the other ones 



Tike awaf 30% 

Double it 

Take away 30% 

E B Head ox 
H$porf$ taJce 
away 80% 
6uy another 
mag&i&ie 



I know you won't print this as you only publish grovelling 
letters, but it f win the free lap** 1 would like the Graphic Adventure 
Creator, 

Mark Smith f* ^\ 

ErantwoAd. E«*x 





Mark, its your lucky issuel Tea, your trenchant analysis a/ AA r s 
reviewing system has won you the i%pe of your dreams/ Nob I f m 
afraid GAC - we haven T t crof & copy the moment Inst&ad, we re" 
going t$ send you one of the all-time great Arnold games - AmscF* *s 
Bridge-It You iucfcy fellow, yon. D o let us know how you raze it, We, 
%&V0 it 20% in Arnsyrlopedia r but you'll pr<ab$hly thmk it'fr s 
M&ftergame. 




TA^E ft LETTER . ARNQLC?* 



Mini Offke 2 bugs 

Alter having read several test 
reports o* the Mini Office 3 
program I ordered a copy early 
in January. Unfortunately ii took 
Database almost a month to for- 
ward this to mo but I suppose 
this ia only to be expected in the 
light of the heavy demand lor 
this product, 

However, the trouble now 
is that many of the programs 
wiU not run correctly On my 
CPC 464. ] have listed the pro- 
blems below: 

1) The Word Processor will not 
load at all but the words 'read 
error a H etc, are displayed on 
the screen. 

3} The Spreadsheet program 
cannot be saved, making it toE- 
ally useless, 

3) The amend (edil) formula at 
cursor does not operate at all. 

4) The delete row/column will 
not work. 

I returned the cassette to 
Database Publications on the 
EBgfc February and over two 
weeks later received their 
acknowledgement that they are 
in fact aware that the program 
contains bugs. They estimate 
that it will take approximately 
two weeks to put this right, 
which means [ will have wailed 
nearly two months for this 
program. 

1 have re agree that Mini 
OfSce S will certainly be excell- 
ent value for money when these 
teething troubles have been 



sorted out. It does aeem strange 
though that J have not read any 
other letters from readers who 
have had similar problems. 

Surely programmers 
should be able to iron out this 
sort of misiake before (heir pro- 
ducts are sold on the market. 

To change the subject enl- 
ire]y, can someone please, 
please tell me what 1 need to do 
to get my Centronics GLP prin- 
ter to print a pound sign, AU I 
seem lo get is The # symbol 

Thanking you for an excell- 
ent magazine. Long may you 
reign. 
RJ Vasty 
Billericay 

The Mini Office 2 business cer- 
tainly is annoying. When we 
reviewed it - jjt our March issue 
- we noticed certain hugs 
which, we were assured, would 
be sorted out before releases 
WelJr they sorted those oof. but 
ethers remained, 

As for your printer, the 
ASCII code to print the pound 
sign should he one of these" 33 r 
96. 129. If it s one of the first two 
your word processor should 
al}ow you to configure 3 key to 
send the code to lh& printer. If 
it's 129 you need to send the 
code in the sequence 27 r 62, l w 
B? r 61. Word Processors such as 
Tasword contain such inform- 
ation but printer manuals, 
where youd expect to Gnd tt. 
tend not to. 



Durable Amstrad 

Firstly [ would Like ro reply to 
MX Gill's letter Irorn your April 
issue. One of my brother's; 
friends has owned a 4&4 since 
Christmas 1934 and in all this 
time he has not had any pro- 
blems. Since anything he owns 
ta lucky to survive more than six 
months I am extremely im- 
pressed with the computer's 
performance as I know it hasn't 
been treated any better than 



any of his other stuff. 

However, his Amstrad joy- 
sticks haven't lasted quite as 
wej 3 . mainly due to a few games 
of DT's Decathlon. I myself have 
owned a 6128 since las! Chris 
tmas and it still performs as well 
as it did the first time it was 
switched on, despite several 
months of almost constani use 

Next, have you any plans to 
sell binders so that regular re* 



aiders, such as myself, can keep 
our collection neatly together? 
Stephen Jones 
Boston h Lines. 

The thing about breakdowns is 
thai they shouldrt r f happen. You 
expect your computer so work, 
and are rightly annoyed if it 
doesn't* But Amsirads still seem 
to have a pretty good 
reputation. 



There are no plans for bin- 
ders at the- moment r but if 
enough people express an in- 
rerest Vm sure ye publisher will 
pull his finger out. 

You also mentioned a few 
games you 're expecting from us 
- they're not released yei 
though by the time you read this 
they should be. As soon as we 
can get ihem> we'll be sending 
them on to you. 
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Mooning moanies 

First. 1 would kite to say this isn't 
il i tetter from an Amstrad 
owner on an Amstrad machine 
and so on be ca use my machine 
v known u a Schneider, but the 
only difference ii seems to me is 
thai awful coloured keyboard. 

but perhaps there are other 
differences which take care of 
my problem- Writing on your 
Chrisimas otfar, I received your 
mag and (he two game* I 
ordered for really fast, instead 
of Mr Sorensen of Denmark. 

Full of enthusiasm 3 started 
to play Bounty Bob. Now. after 
lour weeks playing it ¥ fighting 
me through The fiist nine rooms 
(I'm not as good aa your Bob 
Wayne) I even reached it whit 
three lives left, the game seems 
to think that this ii far enough 
BB - no4 thai French girl t mean 
- starts running hke a racing 
car, and after crashing my lives 
in to the ground, the gam* 
crashes too. So piease leli me 
what to do about this, 

I alaa have eome problems 
with that vouchers. You writ*: 
Overseas reader* can join i»f 
Well, let's start counting Count 
down 20% of vouchers, add on 
2&% of popst&ge, also the pos- 
tage ot »e**ding the money to 
you. the money you pay for 
changing guldens inlo pounds, 
and I can belter buy the game 
oyer here. The games you can 
choose from ii you sell more 

Drumksf 

HelpL I have tried your Amstrad 
Drumkit and lo and behold I am 
stuck - not for the first time I 
may add, t keep getting the 
error message "subscript out of 
range' in line 360. I have re- 
checked line 360 and the pre- 
ceding lines taut I cannot see 
any errors- 

1 take your point that ex- 
plaining how to debug a 
program would take longer 
than five minutes, but perhaps 
you could include some hints 
pon how to get rid of messages 
like the above, 
I Forsyth 
Ay* 

The error message you 're gett- 
ing usually means tfoorc i$ a 
mistake in a line containing a 
DIM stawment- In Drumkit T 
there is only one »uch line - 220, 
There is no mistake as the 
program is printed, so you must 
have made a typing error. ^ 

I am writing to complain about 
the DrumJot prog printed in the 
March edition of your magazine. 

It runs and has a screeen 
shot plus it plays a tune. But I 
find it imppossible to change 
the channels, make the tempo 



than £15 are oldies bu no 
goldies. Moat of them are laying 
in the daxkesi edge of my chest 
covered with dust, so that 
doesn't help either, 

So J put my hope on the 
competition entries- But what to 
ihink about question* like who 
was the last British man to win 
the Olympic 800m? Perhaps this 
is an easy question for an Engl* 
u?hman but I don't know. 1 also 
never heard from guys like 
Brian Jack, Daley Thompson, 
Frank Bruno, Barry MeCuigan 
and other unknown heroes. 
They are more famous by their 
games than by their prestatsons- 

IrLBtead of your fast reviews 
ot the hottest games you're a 
little bit - even more Uke Kbit - 
laie with the review of the Vor- 
tex RamnffS pension. The first 
tune 1 heard of it was in Septem- 
ber 196$. Another German com- 
pany- called Datamedia. brings 
also a Ram expansion. Both 
companies have also disk 
drives of 5.38", 

Bur after these comments, 
your mag is still the best there 
ia, and your reviews are a lot 
better than the other mags and 1 
hope you go on with it. I spec!* 
ally tike the sence of humour in 
it and your also the first mag 
who got me that crazy to write to 
ihern. Please forgive line bad 
English, 1 ]ust write English let- 
ters once in five yean. 
And ohe question; would 

faster or slower, and to change 
the music. Then after deciding 
to write to you I tried to save it 
on to tape and found that comes 
up 'read error b' every time I 
try to , load it. I checked the 
program through and found that 
it wasn't (he program. What 
shall I do? 
Stefan Reeves 
Harlow, Essex 

"Read errror b' has nothing to 
do with the program - it's some 
fault in the tap^-recorder such 
as the azimuth setting or simply 
dirt. I can't understand why you 
can T t get the program to work 
properly - many readers have 
typed it in f and it bangs away 
quite nicely. Are you stire 
you 've Followed the instructions 
properly? f 
t 



tibial moaning moaniee moaning 
about the moaning moanies that 
moan about their 664, please 
stop moaning. 
J Smeet* 

Venter NstherUnd* 

W&l, Mr Snweis, yon h$ve won 
a great victory tor European 
readers. The publisher ot AA 
has been forced to look again at 
postage costs. Hit look has per- 
suaded him that it just isn't 
ciickcr to go on charging you 
28% From x&w on the rate for 
mail ord&r is 10% of the value of 
software ordered* 

The Vortex expansion* may 
have hewn around in Europe tor 
some time, but they only 
reached our backward shore* 
in January. So, we have been 
pr&ty quick on the review 





Touche, Mr Hawkins 

We all need a healthy dose of 
scepticism to retain a balanced 
view ot thi$ cynical world, but 
Mr Hawkins' letter - March 
issue - is bordering on the 
misanthropic. 

The grovellers 1 &x3t: let's 
be fair - the Amstrad public 
spent a year with a choice of two 
publications, both of which 
endowed Arnold with about as 
much excitement as a micro- 
wave oven. Hardly surprising 
then that when AA was un- 
leashed p the ReAction pages 
overflowed with praise as 
people dusted the cobwebs 
from their machines. And if a 
few could be thought to be 
gushing, with hopeful allusions 
to prices, were you ihe epitome 
of moderation in your early 
years, Mr Hawkins? Pot there is 
no doubt that much of Action's 
-ReAction is from (he younger 
element (of an obviously wide 
cross-section of ages) of the re- 
adership. 1 think it safe to as- 
sume also that much of the 
needed vitality, to keep the Ac- 
tion roiling* comes from the 
'very same people. 

AS for the 'supercilious 
type" with the fancy equipment 
(!) J cannot hnd a single example 



in the ReAction pages, although 
T confess 1 don't have issue 3 to 
hand. 

The Moaning Minnies? A 
little more compassion wouldn't 
go amiss here. We all, now H 
buy many Heme in the sure 
knowledge of their planned ob- 
solescence, but when the com- 
pany chairman has been repor- 
ted as having no immediate 
plan* for a model's supereed* 
a nee - and, trua, surely, is the 
crucial point? - then only a cyni- 
cism as healthy as Mr Hawkins 1 
may have saved the 664 owners 
from their unfortunate plight, 

So let us live and Iqi live Mr 
Hawkins - or is that a pseudo- 
nym for ihe man whose surm- 
name sweetens tea? 
P Q W orr.aU 
Ayr 

Mr WotT&I, your humanity and 
understanding warm the very 
cockles of my almost-hardened 
heaif Lets see if Mr Hawkins 
cares to enter the lists once 
more and defend himself. 




0~r % 
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Ta5Word unbugged 

The day has at last arrived when 
111 ol" greenhorn me can be of 
service to someone else. Even 
though D H Goddard in the 
March issue of AA appears to 
have superior knowledge than 
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I, judging by the numerous and 
seemingly informed moans (he 
himself confessed, to being a 
right moaner) I can tell him that 
his Tasword does no! have a 
bug. 

I too experienced the pro- 
blem of shift h DEL deleting the 
whole line instead of just the 
word h but I didn't bemoan my 
lot or blame the program. 1 as- 
sumed [ was doing something 
wrong and sought advice from 
Tasman Software. These very 
helpful people listened patiently 
to my novice jargon and then 
informed me that if I removed 
the joystick from Ammy all 
would be resolved - and it was! 
Tasman said they didn't under- 
stand why either, but then it's 
the end result that matters isn't 
it? 

T C Weaver 
Portsmouth 

AMP LUG 

Firstly, thanks tor publishing my 
last letter. The response was 
overwhelming, io if you wrote 
to me and haven't yet received 
a reply, then bear with me. You 
Will get one. 

Secondly, it's obvious from 
the response I had H that there is 
a need (or a postal dub of some 
type, so through your magazine 
l should ltfce to launch the 
Amstrad Postal User Group - 
AM PLUG Thvcr is hp jaim:ig 
fee, no newsletter fee. the only 
thing I would ask if you want a 
quick reply, an 5AE would be 
appreciated. The aim of the 
group is to exchange info, hints, 
tips* programs, help, books etc; 
I'm also attempting to compile a 
centra] register of pen-pals r 
again no fees. The object is to 
keep a lift of Amstrad users 
who want !c correspond with 
others, hopefully on an intern- 
ational basis. If you would like to 
be lnc^cic r; in the regisf*^, Ehcn 
I need the following info> Name 
(full), age, interests, type of 
computer(s) 1 address (with 

Microbyte Soft wo re 

I am at present enjoying your 
great magazine. One of the best 
Tve ever read. Keep up the 
good work, Now down to the 
real business of this letter. On 
pag£ 64 of (he March issue you 
will find an advert for a game 
called Battle St&m y from a com- 
pany caUed 'Mtcrobyte Soft- 
ware'. This advert also ap- 
peared m the Am tut] magarinc 
in January, and so Against my 
better judgement I sent off for 
the game, cassette version^ at 
£8.$5. I have auiee had no word 
from Micxobyte Software' and 
fx arddy I'm beginning to wonder 
about their existence. I sent my 



postcode). If you would like to 
add anything then please do h 
but that is the minimum inform- 
ation I would need. Finally, 
about my 1 juvenile' moan, the 
largest part of my correspon- 
dence (26%) was from people 
under IS years of age!! 

K Clarke 21 Cltinbury R M r* 
Wellington, Telford, TTI 




More 664 blues 

] would like to start by jumping 
to the defence of the poor 664 
owners. Many people have writ- 
ten into your magazine to attack 
the 654 owners for their stupid- 
ity and foolishness on buying a 
$64. For example R C Hawkins 
of Sussex and Paul {I hope I got 
the name right) McGlmchcy are 
but a couple J "ve seen in various 
magazines, 

The poor 664 owners didn't 
expect to have their precious 
little Arnolds discontinued after 
they had paid good money on 
what they obviously thought 
was a decent disc version follow 
up to the 464. I did happen to 



money off to ihem on January 
17 t and it is now four weeks. 
The advert said fart mail order 
service. 1 have telephoned the 
number given several times but 
no one seems to want to answer 
be telephone. The line it sup- 
posed to be a 24 hour order 
line, An answer machine takes 
your order on weekends and 
Monday mornings and that is all. 
Piease inform all your readers 
not to send any money off to this 
company or make any orders 
by phone because it could b& 
month* before thsy ever get 
anything from them or hike me 
they Could lose Theii money 



own a 464 myself and I'm sure 
(ha! the people who have at- 
tacked the 664 would be a little 
dented if the 464 was scrapped 
tomorrow. {But I hope not) 

So I'm saying to the people 
who mock the 664 owners - 
leave thorn alone and treat them 
like proper Arnold users. Not 
outsiders like everyone seems 
to be since the arrival of the 
612B. 

Also 1 would like to con- 
gratulate you on your magazine. 
The content is good with plenty 
of good reads, tips and even a 
mail order service. 

The charts are great but I'd 
like to know which charts are 
correct. 1 have Ewo other maga- 
zines a month besides yours and 
all the charts say different. Can 
you throw some light on the 
matter? 

I like your magazine a lot 
and I will continue to happily 
push my pound coin over the 
counter each month, So keep up 
the good work. 
G Plant 
Derby 

User register 

KLngsgraphic are compiling a 
Register of CamputErr Users to 
enable enthusiasts to make pen- 
friends and exchange ideas, 
games and other software with 
likeminded people.. 

The register is updated 
every six months and contains, 
as well as the name, address 
and telephone number of the 
user. Information on the type of 
hardware being used and 
whether contact can be made 
via a modem, 

[f any Amstrad Action re- 
aders would like to know how 
their name can be included on 
she register, and receive their 
own copy, the should send a 
SAE to 

Kingagxaphit, 29 Seymour 
Close, 

Chandlers Ford, Hants SOS 
ZJE 




B R Harris 



We too ha W b&srt expe riexcing 
difficulty getting in touch wiift 

MiciobyTo. The /<M* time vre 
spoke w&s before Christmas, 
since wh&n we've rung re- 
peatedly to End out how the 
game is progressing. 

But it's 4 hit early to jump to 
the most xinptemrxt conclusions 
- there are a number jtf &fite£&a* 
ve explanation*. Aa toon a# we 
have my mw? we'll ptm it on. 
In the memitime readers would, 
do well to hold Ri& cm ofd&rutg 
• the g&ntte, ' 




K.nrr, 



Type-Ins Challenge 

Right Then class. Today's lesson 
is how to make a tenner in sdx 
easy steps: 

1 . Open your Amstrad Manual at 
Chapter 5, page 4. 

2. Locate the listing. 

3. Delete all the REM statements 
and also lines IS. 16, 17. Change 
all the b's, c r s and a's in lines 30. 
40, 60 and 90 to s, t and r - or 
any other three letters of the 
alphabet, l cos it won t mate any 
difference to the running of xhe 
program. 

4. Change line 60 from Pf/30 to 

5. In your best handwriting, 
copy out the "new" program and 
post it to Amstrad Action, 

G- Start praying that the manual 
in AA's office is gummed up 
with scrumpy and the type-ins 
editor has a hangover. Then sit 
back and wail for the postman to 
1 bring you that tenner, 

A bit far-fetched? Well just 
look at Page 80 in Issue 6. That's 
just what Martin Scarland has 
done! 

Come on AA - you didn't 
recognise it. 1 did, two seconds 
after it started to run, and I bet 
milions of other Amstrad 
owners did too, 

So how about a Type-Ins 
Challenge' , like the High-Score 
Challenge, io deter any more 
would-be crooks from nicking 
other people's programs and 
getting the credit for them. Not 
to mention ten quid! 

Please print this letter as a 
warning to anyone else thinking 
io Try rhe above trick. All AA 
readers are watching out (or 
you?! 

Steve Jones 
Pruqnton , Devon 

With renders like you who 
needs the KGB? Weil-spotted, 
though, And you're right - tots 
of other readers noticed 4s welL 
And you're right again - we 
dsdn r notice. 

So an apology is owed to 
Amstrad for having - albeit 
inadvertently - printed their 
program, And in case anyone 
else is thinking of trying a 
similar scam to Scarktnd*s - be 
warn&d! Our readers are vigi- 
lant and their revenge can be 
terrible! 
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Amstrads don't 

I thought [ would write to you 
(or the benefit of ihose who, 
unlike me, are not tempted into 
childish gesl tares such as lyping 
naughty words into the High 
Score? list of Sorcery Plus durmq 
times of stress and frustration. 
May I &ay to these people - 
you're really missing 
something! 

Yesterday evening I came 
within a hair's breadth of 
achieving a personal bent for 
the game when - not unusually - 
1 drowned. Annoyed and frus- 
trated, 1 fed my feelings on to 
the Screen 'SjC%* + 1 - to which 
the display gave me the instant 
reply 'Whai is?' 

Much amused , and not a 
hltle surprised, 1 used my next 
soaking as an opportunity to 
lower the tone of my input fur- 
ther with an even less-desirable 
word to which the reply was 
'Amstrada don'f the kind of 
neat little witticism that many of 
the better-behaved exponents 
of Sorcery Plus may well not 
have experienced. 
Kevin Patron 
Heme! Hempstead 

Wha fever made you think that 
Amstradsdid? 



Conversion 
complaint 

I have recently become the 
proud owner of an Amstrad 
CPC464, cleverly disguised as 
my young son's Christmas pre- 
sent - my wife was presented 
with a fait ffccornp/t-The srea. 
sons behind gating the 
machine w*re threefold 
- entertainment, educa 
lion 



A what? 

t am a 18 year old axustor and 
have been computing now for 
about 3 years, originally on a 
Spectrum. What I would now 
like m & fellow Amstrad User lo 
become a pen pal. I have a 464 
(tape based), a Large selection 
of games arid an open mind to 
new possibilities, 1 am not much 
of a programmer, but have at- 
tempted programming. My 
favourite games are strategy 
and arcade adventures. If any- 
one wants a pen pal it would be 
preferable if they lived in the 
region. 
Put ImiUi 

2 Dirker Driver, Mindsn 
Huddermfield, W Yorkshire 
D1UP 



Happy to be of service Paul. But 
what the hell is m amsfer? 



beat comnputers on the market. 
I have not had time to delve into 
the business end of 'Arnold 1 and 
can speak only about the enter- 
tainment side, which brings me 
neady to the point. 

I have at the moment, apart 
from the software delivered 
with the machine, four games; 
Ml of those lour, not one of 
them has surpassed itself by 
being adapted for 'a belter 
computer', The following ob- 
servations are in the main con* 
earning the graphics. 

The Amstrad version of 
Soul of a Robot is downright dull 
and childish compared with tho 
Specnum version - the robot is 
a veritable tin man against the 
Spectrum's attractive droid. It 
gets worse when the actual man 
is examined - the rival version 
is an art £orrn s while ours seems 
empty and is boringly 
repetitious. 

Another big disappoint- 
ment was Said- Having seen the 
game on my friend's Commo- 
dore 64 I rushed out lo treat 
myself. Where was the tittle man 
who climbs willingly into his 
lighter to battle the red men- 
ace? Had technology advanced 
so Car that the hardware in the 
Amstrad version was computer 
controlled'. And once out of the 
hanger, there were no lovely 
Eastern European mansions and 
animated tanks and trucks to 
shoot up* only horrendous I y 
coloured boxes and two enemy 
vehicles, so easy to shod up 
they must have a death wish. 

1 also found no difference 
whatsoever in versions of Seas 
of Bloodexcept perhaps a smoo 
titer How of the 'dice' 
in Hie Amstrad game. 
Where were all 




Pen Pals Club 

Here's (he answer to all your 

pen pal problems! If you are 
interested in having a pen pal, 
then send a stamped-addressed 
envelope to the address below. 
Please slate type of computer, 
son of games you have* sex. 
age. eig. If interested please 
write to : 

The Penpals, 29 Miller shank 
Ave., Lenzfe, Scotland G&$ 
SUP 

If you write off to the pen pals, 
please make sure you use the 
postcode - we're not sure we 
read the handwriting correctly. 



the magnificent colours 1 had 
been assured tho machine was 
capable of, what's the point of 
having them if the programmers 
will not use them? 

The fourth game was Lords 
of Midnight and with this I have 
no complain is, but once again 
there has been an effort to make 
an improvement by putting the 
game on a better machine. 

Can you explain to me why 
the Amslrad verssons of these 
games hardly differ at all* and in 
some cases are worse than the 
originals? Are Amslrad users at 
the end of the queue when 
games are being designed? 
George Anderson 
Strath clyde p Scotland 

Until pretty recently, Amstrad 
owners were at the end of the 
queue. The- relatively small 
sales of the machine compared 
to Spectrum and Commodore 
meant that g:amea were devel- 
oped on those machines first. 
It*s hard to avoid the suspicion 
that some Amstrad conversions 
were rush jobs* 

But I must say that we 
thought Raid and Soul of a Robot 
were superb. However, why 
don J r you take a look at some of 
the games now appearing that 
are Amstr&d originals? Thoy'll 
0ve you something to write to 
Santa about 



So-called 
bargain 

I thought !"d write a short letter 
complaining about why I'm dis- 
appointed for only the first time 
out of youx 7 successful issues. 

Thte morning I got my mum 
to wriie out a cheque for £4:95 
for the Alien 8 game as it was, at 
the time, a bargain, then later on 
1 went to John Menzies in Bath to 
buy Rambo and saw Ultimate 
games clearance and Alien 8 tot 
only £2.99 - two pounds loss 
than the price I d paid you. 
And the cheque was 
already in the post! 
Next lime I will 
have a hard trunk 
whether these are so- 
called bargains. 
Brad Ho wart h 
Bristol 



6 



Be fair. Brad - we could hardly 
know what price John Menzies 
in Bath were selling the game 
for. As far as we knew* &W mpe 
was terrific value. And, unless 
you live near Math, I should 
think it stilt fs. 




Down under 

This letter is intended a* an 
open letter to all Amstrad users 

worldwide informing them of 
the existence of the Australian 
Amstrad Network. 

The Network is an inform- 
ation exchange service be- 
trwe&n Amstrad User Groups 
and taj^ participating groups in 
every state of Australia, The 
service is free .the costs being 
borne by the Directors - one in 
each stale. The criterion for en* 
trance is the wiltingftes to share 
knowledge about the Amstrad. 

We are at the moment sett- 
ing up what we believe to be 
the first National Bulletin Board 
dedicated solely to ihte 
Amstrad. Prom this will be pro- 
duced a National MorithJy News- 
letter that can be downloaded 
by subscribers (access will be 
by security ROM) for which a 
nominal fee will be charged. 
Indeed, by tho time you read 
this the system will be up and 
running. 

Through co-operation the 
members already have access 
10 information regarding RAM 
Expansion boards, burners, 
speech symths, reliability of soft- 
ware houses and much more, 

We now have through the 
Network Directors personal ac- 
cess to oyer 1000 users in Aus- 
tralia and through this medium 
would like to invite any User 
Croup, no matter what their loc- 
ation, to join us. Inquiries are 
invited from individuals who 
are not members of a user 
group. 

The criteria for member- 
ship are the willingness to share 
knowledge and participation in 
conveying that knowledge to 
Amstrad Users, 
Donald Leith, AusAmNet, 
534 Albion St., 
West Bnuuwick, Victoria, 
Australia 3055 

Crazed maniacs 

Foi one whoJe day 1 will miss 
using my Aius-Ciad. The reason 
for this is poitics. The Unionists 
in N. Ireland have decided to 
turn the electricity to our area 
off. Which brings me to several 
point*, 

Why should there be polii- 
toil games? US Gold made a big 
mistake with Raid over Moscow, 
This isn't the way to ensure a 
good East-West relationship. 
Theatre Europe I found ex- 
tremely diaturbing. Surely the 
subject of nuclear war should 
not be Taken so lightly. Soon, 
with people playing games like 
these we will have crazed 
maniacs running around! 
Richard* 
N. Ireland 
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Powerful stereo amplifier which utilises the 
Amstrads full sound capabilities. 

Compatable with the 464, 664 and 61 28 
computers. 

Very easy to use. Demonstration software 
included. 

Enhances most existing software in 
wonderful stereo. 

No external power supply needed. 

Works with ALL add on s. 

Complete with two high quality 30 watt 
doubfe cone air suspension speakers in pod 
mounts, for group listening and a pair of 
lightweight headphones for personal 
listening. 



Range of music tapes which complement the 
Maestro perfectly. 

Can be used with your own Hi-Fi speakers. 
A must for all music lovers 
Designed by experts, 




A W .tftOij.ii ilJ pl>.iiF»> USuc J 

VANGUARD LEISURE LTD. 

CHURCH MOW CHAMBERS, FRANK I AMDS 

l onc; r< m mt s tow pim £*m 
Telephone (077 ?| til 
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LOADING THE PROGRAMS 



SCENARIO 




THE GLOBE 




II 

30 Dl 



10 MODE 0: MEMORY 4999: LOAD "ISCAN": LOAD "! COVENANT": 
TAPE: CALL &2AS7 




MORY i 
TAPE. IN 
DISC OUT 
40 LOAD "ISCflN BIN '\ 491B2 
SO LOAO COVENANT StN 5000 
W SAVE SCAN HIM" B 40152 163B4 
70 SAVE ^COVENANT BIHT". 8 5000, 37544 




To load the first program on 
either Aide of the (ape. limply 
rewind the tape to the start and, 
if you have a disk drive connec- 
ted, enter the command | TAPE. 
Then press the CTRL and small 
ENTER Iwy* simultaneously and 
follow the onscreen instructions. 

Once the program has 
loaded, it will run automatically* 
The tape will stop and will be in 
the right position to load the 
next program (!f you turn a 
separate tape player which 
doesn't have motor control, you 
must slop the tape yourself as 
soon as the program runs.) 
After you have finished with 



the first program, you can load 
the second program by resett- 
ing your computer and repeat- 
ing Che steps outlined above 
(except that obviously you do 
not this time rewind the tape). 

On aide B of the tape you 
can repeat the procedure again 
for the third program, 

Et would be a good idea to 
reset the tape counter at the 
start of each side of the tape and 
then make a note of the number 
at the start of each new 
program. Subsequently, by 
winding the tape to a point 
slightly BEFORE this number, 
you can load programs from the 



Contact with erea- 
cause an energy 



telekenesis 
hires will 
drain. Exit and Enter the Globe 
by pressing the fire button 
when stationary. NOTE: when 
outside the Globe you will con- 
sume twice as much energy. 
THE STUN GUN. Only works 
when you have picked up the 
relevant anaesthetic lo be found 
in each area. Contact with a stun 
bo it will cause an energy dram, 
The creatures #41 be 
stunned for only a lew seconds 
and you must get back into the 
Globe, manoeuvre over them 
and pick them up. 
THE KEY. You will find a key m 
each area. This will unlock a 
chest holding a piece of the 
covenant but can only be used 
when you have collected all the 
creatures in the area. 
THE ENERGY POINTS. To re- 
plenish your energy, find an 
energy point, exit the Globe 
and stand over it. You will hear 



Opcr ■ntTy/*Jtl+ 




Ob[Kti carried 



UITI 9U&11 Ul iliUtT JT., OiLU 

still m the drive. Type: 
program will automatic* 
5 Ortce the piocess is < 
disk any time by enten; 



player ready to load at 
e same formatted disk is 
Let the tape play and the 
onto the disk, 
can run the game: from 



middle of the tapo very quickly. 

IMPORTANT NOTE: If your 

copy of the taps won't load and 
you're satisfied thai your equip- 
ment is not to blame, you may 
return the tape tor a replace- 
ment. You should send it to the 
folio wing address: Microbyte 
Duplication Ltd, Unit S 9 Old 
Coaly art! Farm, Nortlsach, 
Olo^, CL54 Make sure you 
enclose your name and 
address. 

Do NOT send copies of the 
tape to Che magazine address - 
we have no spare copies heret 



an increasing sound that will tell 
you when your energy is re- 
plenished. Be careful though, 
some energy points actually 
drain your ©nergyt 

SCORING 

Creatures captured: 16-24 
points depending on which 
leveL 

A piece of the Covenant: 400 
points. 

A bonus of 3000 is awarded 
after collecting all the parch- 
ment and returning to the start 
position. 

CONTROL 

The opening menu allows you to 
choose between joystick or key- 
board control. And if you are 
unhappy with the control keys 
specified you can alter them to 
your own preference by select- 
ing the relevant number and 
then typing the control key of 
your choice. 

In play, pressing the 
SPACE-BAR wiD ahow you the 
status screen. This shows your 
current energy level, the ob- 
jects held, the number of pieces 
of the covenant collected, your 
score and the game time taken. 
It also gives you the option of 
SAVING the game (press S) or 
LOADING a game saved earlier 
(press J). 

The FIRE BUTTON allows 
you to exit or enter the Globe 
when it is stationary. You can 
also use it to fire stun-bolts pro- 
vided you first pick up a piece 
of anaesthetic each time you 
enter a new section of (he 
caverns. 

Working out the rest of the 
game is up to you' 



GET DEXTER 

This is a staling program licen- 
sed by PSS from French com- 
pany Ere litformaoque. If you 
have any doubts at lo Us quality 
just read our Masiergame re- 
view elsewhere in this issue, 

The demonstration version 
on our tape allows you to play in 
irs eniireity one of the game's 50 



amazing screens. You may think 
that doesn't amount to much, but 
jus! try ir. There's so much hap- 
pening on This one screen you 
won't believe it. We reckon 
there arc at least eight different 
hidden features of the game you 
can discover - that's in addition 
to admiring the beautiful 
graphics and enjoying the funky 
musk. 

Since much of the fun is in 
discovering, we won't give any 
more dues here, Just to say that 
as well as using the joystick you 
should investigate the effects of 
using the Space-bar. and the R. 
P and D keys. 



SWORDS AND SORCERY 



This is the program (hat is so 
complex it's taken PSS over IS 
months to develop. It's by tar 
the rnosi ambitious attempt yet 
to simulate the Dungeons and 
Dragons type game on a micro, 
featuring impressive 3D 
graphics and a huge playing 
aroa. 

Our demo on this tape con- 
si sis of a pre-production version 
of the ENTIRE PROGRAM, The 
only catch is that every two 
minutes the game resets to the 



suiting position! This means 
you won t be able to get any- 
where near solving it. But it will 
give you a good idea of the 
program's incredible 
sophistication* 

Swords and Sorcery is sold 
with a detailed set of instruc- 
tions which we cannot repro- 
duce here. However there is a 
mass of information on screen, 
and you should be able to work 
out a great deal of the game 
idea for yourself. 




DOOMSDAY BLUES 

Another cracking program from 
across the Channel - for full 
details see the review in this 
issue Once again our demo al- 
lows you to try oat the action for 
yourself by letting you explore 
about 10 per cent of the game's 
total (large) playing area. 
Among the things you can do 
are to escape from your prison 
cell, explore the cell block, 
work out how to avoid a patrol- 
ling robot „ get some sleep and 
find a coin. 

You can also admire the 
slate -of -the -art 3D animation and 
enjoy the superb musical 
soundtrack. 



BATTLE OF BRITAIN 



This war game received a Rave 
review in AA last December; It 
offers a superbly dntailral simul- 
ation of the RAF's defence ol this 
country in the 2nd World War - 
as one would expect from PSS 
who are specialists in war 
games. 

Our demo consists ol the 
program's arcade section inten- 
ded as some light relief from the 
serious business of studying 
maps and plotting the move- 
ment ol air squadrons. You have 
to shoot down enemy aircraft 
from the cockpit of your Spitfire, 
The aircraft first appear as a 



formation in the distance. You 
can home in on any one ot them, 
selecting either the low altitude 
bombers or the high altitude 
fighters. Just use the joystick to 
get them in your sights and blast 
away? 

In the full program your 
aptitude at this section in- 
fluences the results of all dog- 
fights being undergone by al- 
lied aircraft. You want to be 
able to shoot down around five 
aircraft inside two minutes 
before calling yourself profi- 
cient. 
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resistance leader 
Michael Donovan is 
to seek and destroy 
their Mother Ship 
using all the skills 
and weaponry at 
your command. 

All-action, multi-level 
Arcade game for your 
Spectrum & Commodore, 

COMMODORE 64 




AMSTRAD 



Li 

IT 




Ocean Software Urrntcd, 
6 Central Street, Msyichesle*- M2 SMS 

Warner Bros. Inc. All Rights Reserved 



Joyce News 

At Last! After the weeks of 
i umour, anxiety and apprehen- 
sion, ArxiPtrad finally unveiled 
the F-M Joyce - or PCWBS12 For 
£574 the purchaser will get a 
720K formatted second drive, 
while the M dnv*> the ramdisjc 
- has had its memory expanded 
to 3€EK. 

This increase in ramdisk 
size means thar many of iho big 
CP/M programs will work much 
more eflocnvely. It would, for 
instance, allow the user to run 
approximately 25 pages of text 
through a spell checker per 
rruniite. 

Fat Joyce still offers the 
Locoscnpt word processing 
package and comes with (he 
same printer as Slim Joyce. 



New products 

At the same time as Pat Joyce's 
arrival a host of new CP/M Plus 
products has been announced. 
Atlatt 1 , is described by manu- 
facturers Rational Solutions as 'a 
radically new database' offering 
innovations in field types and 
cross-referencing Price 

mm. 

Newsagents may be inter- 
ested in the availability on the 
PCW of Super news, which 
seems to do everything bar 
shove The Sun through letter- 
boxes. Costs £190. 

Optronics" Superwr iter 
software allows the PCW fo 
drive printers other than its 
own. It's used in conjuction with 
the Centronics/R5232 interface 
and costs £99.99. You do, 
thought have to use a word pro- 
cessor other than Locoscripl, 




S+orqucike 

$t*rqu&k& is a 450 location 
arcade adventure from Bubble 
Bus- Ir features BLOB (Bio- 
Logicslly Operated Being) who 
» trying to rebuild the core of * 
planet to prevent >t imploding 
and causing a star quake 

The 460 locaiion* will appa- 
rently contain anu-giavily lifts, 
tele portal systems, security 
doors, propulsion pads and 
other planetary beings. The 
game will be available on both 
tape and disk for SBM and 
£12,95 respectively, 





Firebird's Comet 

Firebird's latest Hot Range 
gamp Comet is almost but not 
quite, a licensing deal - it 
cashes in on Halley's comet as it 
whizzes back out into the depths 
of space. The game centres 
around the threat from the 
comet s tail thai is bringing 
gerrr. bags towards the Earth, 
Yes, germ bags 

The battle to prevent the 
destruction of ocr plane! comes 
in three stages, each one 
aboard an interplanetary space- 
craft. Apparently stage one is 
where you take off and go into 
suspended animation, stage two 
has you helping HERB IE (Human 
Environment Reproduction By 
Intelligent Electronics) keep the 
ship maintained and stage three 
has you blasting the germ bags 
around the planet. 

We haven't seqn the game 
yet so it's anybody's; guess how 
that will transform unto the 
gsmcplay. Firebird say you'll 
have to fire fast and play long 
into the early hours to crack it 
though. It will cost £7.iS [much 
choaper than a Giotto satellite) 
on cassette to find out if you can 
beat it, 



Your sizzling, super, 
soQFaway, Sam 

The prolific Miss Samaniha Fox 
is about to appear in a computer 
game of her own. Not content 
with making records and taking 
her clothes off in the daily press 
she's revealing all on the com- 
puter screen in a version of 
strip poker produced by 
Martech. 

Each tape will feature the 
gorgeous t pouting Miss Fox on 
one side and an international 
seven card slud poker game on 
the reverse. There will also be a 
disc version leanirmg "enhan- 
ced graphics arid expanded 
game play", whatever that en- 
tails. The sight of Sam will cost 
you £8 95 on cassette and £13.95 
on disk. 




Sizzling Sow Fo* Si pictured here win, gorgeou*, pouring Du*:d Mart™ iiarn w-nrted* 



User groups merge 

Advantage Computer Uier 
Group has merged with Am$cbb 
to form o single user group. All 
Armdub member* wilt 
automatically become member* 
of Advantage qnd be notified of 
the change. Thf oddreis for 
correspondence for oil 
Advantage and Amsciyb 

no* 33 M&tytit CVo^e-, 
Chinnpr, Oxfordshire 



Winter wonderland 

US Cold should soon be reloas 
iitg Winter Games with six win- 
ter sport events in it. The six are 
bobsled r ski jump, figure skat- 
ing, free style skating, hot dog 
aerials and the biathlon. It will 
cost £9.95 on cassette and £14 95 
on disk and if the screen shots 
are anything to go toy 11 should 
be very interesting indeed. 
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BOOK BLAST 



Andrew Wilton puts on his half -moon specs and reviews three of Arnold's 
latest soft-cover releases* 




STARTING » ASIC FOR THE 
AMSfRAD, Book 1 

Sean Gray and Eddy Mad4i* 
Glentop 



The Erst of a two-part beginners' BASIC series* Starting Basic 
lets you ill on the ground floor of programming. It spends eight 
pages jus! teaching you how to connect Arnold up and produce 
the characters you want from the keyboard. 

The book is stow, patient and largely reader-friendly* 
relying on flow charts to demonstrate program structure. Now, 
flow charts are ail very well for explaining programs in 
primitive BASICs, but not really the thing for handling a 
modern, structured dialect like Locomotive BASIC. They are 
symptomatic of the books' s main problem - that it, fails to come 
to terms with many of Locomotive BASIC'S more important 
features. 

For any Amatrad programming primer to completely ig- 
nore the WHILE rrr WEND construction is hard to justify. Continu- 
ally ! the example programs use conditional GOTO loops where 
WHILE would be much butter, botii in readability and style, 
Furthermore - and rather oddly - she book teaches assignment 
to variables using the obsolete keyword LET, If this formed part 
of some consistent policy, it would merely be a strange way to 
go about things. It is not h however, for within a few pages the 
authors start making assignments the normal, LET-loss way - 
without any explanation of the change. If you didn't know that 
LET was optional to start with, this book would leave you none 
the wiser. 

This really is very poor - after aU H the whole point of buying 
an Am&lrad primer is to be told things specifically about the 
Amstrad machines. As it is, the prog ram- structuring aspects of 
the book look positively ancient. What with LETs P GOTOs, and 
REM instead of an apostrophe, (here is a certain feeling of 
quainmess to it. 

The rest of the book », for the most part, good. The 
explanations are clear, and the pace shouldn't leave too many 
people behind. The question is, what is it going to teach you? 
The first few years of the micro boom produced more than 
enough GOTO programmers - do we really want a book like 
this, now that structured BASIC has arrived? 



GAMES AND GRAPHICS 
PROGRAMMING ON THE AMSTRAO 
COMPUTERS CPC 464,664 A 6128 

Steve Col will 
£9p95p Micro Pwm 



Once youVe read and inwardly digested Starting Basic* you 
might just about be ready for the sterner stuff of Caiues and 
Graphics It's a mouthful of a title - it only just fits on the spine, in 
fad - but then the book itself is no featherweight. 

Starting with the assumption Chat you already know the 



rudiments of BASIC r the 

book immediately gets to grips with 

structured programming and Boolean algebra. This is no 
lightning tour, mind you - the pace is on the brisk side, but the 
treatment is thorough and to the point If you've never under- 
stood AND P OR and XOR n this book could just be what you need, 
It's got six pages on these alone. 

Subsequent chapters are no less thorough, Inks and colours 
are explained about as clearly as they can be* though with some 
rather bafflingacrttiyme LCMKs and AINs could get you 
confused if you're not careful. As for the essentials of character 
definition and animation, these too are nicely handled. At the 
technical end of things, a little more depth would have been 
welcome, on topics such as frame flyback - especially given the 
animation bias of the book. 

Int&mipta are given a much-needed chapter of their own. 
As with all the aspects of progranuning handled in the book, 
considerable effort goes into showing how the interrupt com- 
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mantis can be used to good effect in games programming, 
Whereas volume envelopes and user-defined characters are 
obvious at least m ierms of their applications, interrupts are Jar 
more abstract. As such, they need lo have their potential 
applications stressed above all else. 

Unfortunately the subject is approached from the wrong 
direction here - first you have the solution, and only then the 
problem. This assumes a sizable amount of interest in BASIC for 
its own sake. You have lo want to know what an interrupt is 
more than you want to know what it does. 

If all this sounds like hard work, well - it is, in places. The 
clarity of explanation is certainly praiseworthy, but the subject 
matter can still make the going heavy. A valuably aid to 
understanding the book, then, is the example program 
Stranded. This is an arcade game, written entirely in BASIC, 
which is constructed during the course of the book. The idea is 
simple but effective - the theory of each chapter is put into 
practice at the end ol that chapter, m the form of the next game 
section. 

The mam thing the book has to offer, however, is not this 
game or indeed the ability to write games. 

The truth is, even 
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with Arnold's powerful 

dialect. BASIC isn't much us* as an 

arcade game language. The strength of the borak is the learning 
opportunity i! affords. U you work your way through Oils lot 
you ll end up with a pretty thorough understanding of BASIC as 
a whole - with a rather unfortunate gap when it comes to string 
handling, it must be admitted. You 1 11 also be able 10 structure 
your programs, and handle trigonometry to O-level I shouldn't 




wonder, 

A good solid book, then, with a largely practical approach. 
It'll take some work, though - it's not really a book for the faint- 
hearted. 



AD DISC COMPANION 




THE AM! 

Simon Williams 
£1.S5 S Sigma Press 



A bit of a mixture, this one - a mixture of the very practical and 
the distinctly theoretical. The practical sections form a useful 
addition to your reference shelf, while the theoretical parts 
make interesting, if rathe i light, reading. The question that 
springs io mind is, why put these together in the one book? 

Topics covered range from CP/M and AMSDOS, via as- 
sembler and high-level languages, to business and similar 
applications The overall impression this gives is one of shal- 
lowness - ol never spending long enough on any one topic to 
really tell you anything . 

The CP/M section is very useful, it has to tm admitted. For a 
start. utilities such as PIP and STAT are documented much more 
thoroughly than in the relevant Amstrad manuals. This could 
certainly come in handy, since a good understanding of these is 
essentia] if you're to do anything very much with CP/M. The 
style Of writing is conversational and quite easy to understand, 
again contrasting favourably with the Amstrad documentation. 

The more theoretical side of the book intrudes even m the 
CP/M chapters, however, with sections on the use of pro- 
gramming utilities such as DDT, SID and MAC, While you 
certainly need additional information to use these - the Amstrad 
manuals refer you unhelpfully to Soft 159 or the unreleased Soft 
971 - you might fairly ask who would want to anyway. There 
probably are people developing programs under CP/M, and 
using only the DR utilities to do it. The problem is, the book 
really doesn't contain the bulk of the information they would 
need. What little- a machine-specific book can usefully tell you 
about CP/M BIOS addresses are the only things that spring to 
mind - this book doesnH cover anyway. 

Of cour$e H that sort of thing is way outside the scope of a 
general book like this. The question is not why these topics 
aren't covered in depth, but rather why they are covered in the 
first place. Much the same applies to the chapters on high-level 
languages and business applications. 

The book rummages through three languages - Logo, 
Pascal and C - without covering any of them on a useful 
programming level. To be fair, this does serve a purpose with 
C and Pascal. If you were considering the move to another 
language, this kind of treatment could help you decide which 
language suits you best- As throughout the book, however, the 
question of direction crops up - what. I ask myself, is this doing 
in a disc companion? 

Logo, coming bundled with the DDH and both disc 
machines, clears this hurdle without difficulty. The question 
here is one of usefulness, though. At the risk of repeating 
myself, why cover Logo at all if you dor. 'i have space to cover it 
thoroughly? Nobody with an Amstrad disk system needs to 
decide about buying it; became they ve already got it. If there's 
anything (hey do need, it's a proper guide to Logo programm- 
ing - which this isn't, 

As for the business section, much the same applies. A 
selection of major packages is covered, but the book doesn't 
really tell you anything particularly useful. If you wanted to 
know which database to buy, tor example, yo*i fc d need com- 
parative reviews of several different packages. As it is. only two 
examples of each type of program are covered - one for the 
464/664, and one for the 6128. If on the other hand you have 
already bought one oE the packages, you will probably find the 
book's coverage too light to be of any use whatsoever. 

The book as a whole is written in a clear and helpful style - 
what a shame then that it is so lacking in content and sense of 
direction, A 
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TASWORD Ct 28 

THB WORD PROCESSOR 

TASWORD €128 for the 
Amstrad CPC 6128 disc 



TASWORD 61 2$ has 
comprehensive customisation 
fea tures. These allow many o f the 
program facilities to be changed to 
personal requirements. A 
customised program can be saved 
and includes the notepads and user 
definable keys. 

TASWORD 6128 is fully compatible 
with TAS SPELL and TASPRINT. It 
will also read in data from Masterfile 
6128. Itcan even be used to enter 
and edit your own Basic programs. 

With all standard and many extra 
word processing facilities 
TASWORD 61 28 is the most 
powerful of the TASWORDS. 

TASWORD 464 

THE WORD PROCESSOR 

TASWORD 464 cass ette £19.95 

"There is no better justification for 
buying a 464 than this program " 
POPULAR COMPUTING WEEKLY, 
NOVEMBER 1984 

Your 464 becomes a professional 
standard word processor with 
TASWORD 464. Supplied complete 
with a comprehensive manual and a 
cassette which contains both the 
program and TASWORD 464 
TUTOR. This teaches you word 
processing using TASWORD 464. 
Whether you have serious 
applications or simply want to leam 
about word processing, TASWORD 
464 and the TUTOR make it easy 
and enjoyable. 



Brilliant value for money. 

AMSTRAD ACTION 
December 1985. 

A powerful and easy to use word 
processor and a superb data merge 
program. AAATIX December 1985, 

TASWORD 6128 is the word 
processor especially developed to 
utilise the extra memory in the CPC 
6128. 

The program uses ALL the additional 
64K of memory in the CPC6128as 
text space. This means that text files 
can be around ten thousand words 
long. 

TASWORD 6128 includes a built-in 
data merge program. Mail merge, in 
which a letter is printed any number 
of times, each individually addressed 
to a different person, is just one of 
the applications of this powerful 
facility. 

The notepads area unique feature of 
TASWORD 6128. Four separate 
notepads are available. Typing 
reminders and storing letter 
headings are just two possible 
applications for the notepads. 

Up to one thousand characters can 
be stored in ten user definable keys 
allowing commonly used words, 
sentences, or even paragraphs to be 
typed with a single keypress. 



TASWORD 464-D 

THB WORD PROCESSOR- 
WITH MAIL MERGE! 

JaSWORD 464-D disc £24.95 



This is the new TASWORD especially 
developed to utilise the capahilitses 
of the CPC 464 and 664 disc drives. 
The additional facilibes include a 
larger text file size and automatic 
on-screen disc directories during 
save and load operations. A major 
new feature is tnemailmerge facility. 
This gives multiple prints of your 
standard fetters, forms, etc., with 
each copy containing, forexample, a 
name and address automatically 
taken from a disc file containing the 
data. This data can be entered using 
TASWORD 464-D, or created using 
the Masterfile Program Extension 
package. A powerful and useful 
conditional printing facility is 
included - parts of a document can 
be printed according to user- 
specified criteria. TASWORD 464-C 
will only run on, andbonly suppliec 
on t disc. 



Available from go 
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3501 



Springfield House, Hyde Tern 
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T AS PRINT 464 

THE STYLE WRITER 

TASPRINT464 cassette £9.90 
disc 

A must for dot-matrix printowners! 
Print your program output and 
listings in a choice of five impressive 
print styles. TASPRINT464 utilises 
the graphics capabilities o f dot- 
matrix printers to form, with a double 
pass of the printhead, output in a 
range of five fonts varying from the 
futuristic DATA-RUN to the hand- 
writing style of PALACE SCRIPT, 
TASPRINT464 drives the dot-matrix 
printers listed below and can be used 
to print AMSWORD/TASWORD 
464 text files. TASPRINT 464 gives 
yo ur output originality and style. 
Completely compatible with the 664 
and6128. 

COflPACTA — bold uid htivy, food fir uphills 

OflTfl-ftlC - R rUTIiftiSliC SCRiFi 

LECT'JRfl LIGHT - c)**> pleasing to r«d 

HEJltffll - « icrioui busin*ii"l ike tcHpt 

PQ2K£ - a dttlUdUi* Kovin? Ml 

Typkil Ttsorint output shown auppfrvwu-ty bait sue. Pleat note- 
tfiit dttftnfli "wJto o( pnntcr ptvdutc (l/HfrMit tiztcl output 



stockists and direct from: 
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\eedsLS29LN, Tel: (0532)438301 




THE SPELLING CHECKER 



TAS-SPELL disc£l€.50 
for the Amstrad CPC 464 and 664 
running TASWORD 464-D and for 

the CPC 612$ running 
TASWORD 6128 

Spelling mistakes and typing errors 
spoil any document whether it is a 
private letter or your latest novel. 
With TAS-SPELL you are free to be 
creative in the confident knowledge 
that your spelling won 't let you 
down. 

TAS-SPELL checks the spelling of 
TASWORD 464-D and TASWORD 
6128 text files. TAS-SPELL has a 
dictionary of well over twenty 
thousand words which it compares 
with the words in your text If a word 
is not recognised then the relevant 
partofyour textis displayed with the 
suspect word highlighted. You can 
correct the word, ignore it (it might 
be a name), or even add it to the 
TAS-SPELL dictionary. 

Please note that TAS-SPELL will only 
work with TASWORD 464-D and 
TASWORD 6128. 



SCOPY464 

,J SCREEN COPIER 

TASCOPY464 cassette £9.90 
disc£12.9Q 

A suite of fast machine code screen 
copy software for the CPC 464, 664 
anoBI 28. Print high - resold tion 
screen copies in black and white and 
also large shaded' copies with 
different dot densities forthe various 
screen colours. TASCOPY464 also 
produces 'poster size' screen copies 
printed onto two or four sheets 
which can be cut and joined to make 
the poster, 

TASPRINT464andTASCOPY464 
drive the following dot-matrix 
printers: 

AMSFMSW MWfSW.Wi FAWWtfWS S I S 5W*VMC**> 

iwNfxw uu.w-10 {Hon*!*! cos/ucmd 

HNWJKm {mmcmmh? jtMn*tofl*wcoj 



TASWORD 

Upgrades 

TASWORD 464 and Amsword 
owners: send your original cassette 
or disc (not ffte packaging) as proof 
of purchase and '£13.90. Your 
original will be returned together 
with TASWORD 464-D or 
TASWORD 61 28 on disc. 



it you do rfol w&nt to out this magazine, itmpty wtitepul yourarder arid post to 
TASMAN SOFTWARE. DFPTAA, fMwGWf 0 HOUSE, HYDE m&ACI LEEDS IS 



IS29U4 



.'mctowjfJfiwqiuftW™ 

- ..i.illllUJIllllllllHI 

ITEM DELBT8 WWCf 

WAMf . di£C/OS$€tte £ 

! AOMSSS . . dtsc/usseUB £ 

. . iflscfassett* £ 

_ _ tfisc/ctssetUt £ 

t Outsider Europe add £1. 60 'Btrmaitper item. £, 

rd^cfBAttKi/SOuQrdvff.LeedftGSttWSttQl TOTAL £ 
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Att TASMAN 464 software is fully compatible with the 664 a 6128. 



Andrew Wilton surveys the vast ex pans 



If s not easy to get excited about spreadsheets. While 
they are enormously useful things, they rarely involve 
dazzling new ideas, Now, however, Caxton have 
brought out ScratchPad P/t/s, a powerful program with 
many original features. It may not quite be exciting, 
but if s probably as close as youVe going to get. 

If you want to create a big spreadsheet, Scratch- 
pad can cope, tn fact, it can give you a farger 
spreadsheet than any other package on the market. If 
you want to look at several parts of the sheet at once - 
and you probably will - Scratchpad lets you. If you're 
after powerful, versatile function * r ScratchPad gives 
them to you. 

These features are impressive, but they don't 
come cheap. At a penny less than £70, if s really not 
the sort of thing you'd buy for your domestic budget* 
ing. That said, it is very easy to use and - price to one 
side - you certainly CQufd do your home accounts on 
if. As for small businesses and the like, it should prove 
ideal. A Her all, you do get d great deal for your 
money. 



VIRTUAL MEMORY 

ScratchPad Plus is big - the mam program SP .COM takes up 49K 
Of disc. The Sheer size of it mean* it's CP/M Plus only- Even 
then, you're only left with 12K of RAM for the spreadsheet data. 
How then, you might well ask, can ScratchPad give you a larger 
spreadsheet than any other program? 

h's all done with virtual memory. This involves using disc 
space to store data while the program ls running. In this way, 
the spreadsheet is notlimited by the amount of free RAM, Once 
all this is used, Scratchpad starts expanding into the free space 
on your disc. This does have to be space an your working copy 
of Scratchpad, but that's not an enormous restriction - in theory, 
you could still create spreadsheets weighing in at over 120K. 

Of course, there is a price to be paid for al] this and ] don't 
just mean £70. The trade-off is one of size against speed. 
Retrieving data is much slower from disc than it is from RAM. 
With auto-calculation running, the change in speed is quite 
noticeable and potentially rather annoying. The answer here is 
lo switch auto-calc off, and simply force recalculation when 
needed. This is, after all, what you have to do anyway with most 
spreadsheet packages, A more satisfactory solution would be 
ramdisc. 

The idea of ramdisc is explained rather more thoroughly in 
the Silicon Disc review m this month's Plug -Ins, but here's the 
gist of it. You take a piece of RAM, make it pretend it's a disc 
and run virtual -memory programs on it. That way you get extra 
memory and extra speed - which can't be bad r Unfortunately 
for 6138 users, the DK'tronics Silicon Disk won't do the job - 
though the Vortex boards might be able to, at a price, Those 
lucky 8256 users have a built-in 112X RAM disk which really 
gets Scratchpad running ai a cracking pace, The S512 will be 
able to offer all this plus even greater capacity - 368K on 
ramdiac. 



DIMENSIONS 

With all this talk of 120K spreadsheets it may come as a surprise 
to you that each sheet can have a maximum of only 5000-odd 
cells. Before you start making unfavourable comparisons „ how- 
ever, bear in mind a couple of points. 

Many spreadsheet packages can show similar statistics, but 
very lew have the memory to fill that many cells usefully. 
Furthermore, the cells of a Scratchpad spreadsheet can be 
distributed however you like - ihe dimensions ot the sheet are 
entirely up to you. If you need S columns and 1000 rows, or vice 



SPREADSHEETS 

If you do all your financial planning on paper, you'll find some 
tasks very difficult. In particular, you'll have problems making 
"what if. .„?" calculation*. If you're doing the planning for a small 
business, you're going to want to know the answers to questions 
like "What if component prices go up?"' or "What happens if I 
become liable for VAT? t+ . If you want answers to this sort of 
question, you're going to need a spreadsheet program. 

A spreadsheet is made up of cells, arranged in rows and 
columns. Each cell caj\ contain a label* og "Profits for January", 
or a formula, The formula in a cell is the way that the program 
works out what number to display in that cell on the screen. It 
could just be a number, or it could be a sum which the program 
can do to produce a number . 

Thus if cell Bl - that means it s the cell in column B and row 
1 - has the formula " 1 0 F \ ihen it will simply display as the 
number 10 rf we then set the formula for B2 as 4 Bl ^ 5" then B2 
■a ill display as 1 5 - the contents of cell B I . plus 3 If we then alte r 
BTs formula to 11 1 V and recalculate -- update all the cells 
according to their formulae - B2 will now display 16, not 15 as 
previously, 

Using these formulae, we can set up a financial plan without 
having to do the totalling of coats, multiplication by profit 
margins etc- More importantly, you can make small "What if...?" 
alterations, and then recalculate the whole sheet to show their 
full effects. 



versa. ScratchPad can handle this quite easily . 

Putting these two factors together, the maximum number of 
cells lb, unlike with so many packages, a practical Limitation 
bui only il you need a sheet with an enormous number ot 
columns and rows. Oddly enough, the package nearest to 
SemtchFad in memory term* - Campbell 1 s Mastercalc 128 - is 
also the only one of its major competitors to offer the same sort 
of flexibility over spreadsheet shape, 



WINDOWING 

One of the moat important features of ScratchPad Plus m its 
multiple windowing- The major drawback of a computer 
spreadsheet compared to its paper equivalent m the display 
size - you can only sec a very small portion of the total display 
at any one lime. Often, the critical areas you need to look at are 
small - typically just one cell each - but a long way apart. To 
make the most of the display size, you need to be able to divide 
il between these areas. On most spreadsheets your display can 
only look al one continuous area of screen. A few allow you to 
divide the screen inio two windows two sections of the screen 
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f Cax ton's powerful new spreadsheet. 



which show separate parts of the spreadsheet. 

In contrast to tihis 1 Scratchpad Flos gives you unlimited 
windowing. You can split the screen into two separate windows p 
either horizontally or vertically. These windows can then be 
subdivided, and so on for as long aj you like. There is a limit to 
ths number of windows you can have on screen, but only the 
purely practical one of screen space. Each new window needs 
column and low markers, and these take up space otherwise 
used for cells. Eventually, the screen will become too cluttered 
for further subdivision. By this time there wiU already be too 
many windows for you to keep track of them all, so the limit isn't 
much of a restriction in practice . 

Each window behaves like a screen in miniature. It can be 
scrolled and the entries edited quite independently of the other 
windows - except, of course, for the effect any editing may have 
on the spreadsheet. This, coupled with the ability to jump from 
window to window, gives you more direct access to the 
spreadsheet than any other program on the market, 

FORMULAE AND FUNCTIONS 

When it comes to calculation, Scratchpad really starts to show its 
worth - the range of commands available to you is simply 
phenomenal. From simple arithmetic you can move on to trig, 
and scientific functions, table lookups, and an if-then structure 
tha* brings Ln a strong Qavcur of programming. 

Other useful features available include the ability to sum 
over a range of cells in the same row or column, without having 
to write formulae of the JH A3 i A4 + A3 J «.« M variety. Also worth 
a mention are the average, maximum and minimum functions 
which add considerably to the package's flexibility. 

Thankfully, applying this battery of functions is made a 



Three separate windows of data make the spreadsheet much 
more useful - and there s more where they came from. 



great deal easier by an intelligent set of replication instructions. 
Formulae can be transferred as wholly absolute, wholly relative 
or a range of options in between In effect, this means that 
concepts can be copied from one pari of the sheet to another, 
cutting out an enormous amount of drudgery and general hard 
work, 

DOCUMENTATION 

This program packs a real punch - it can create and manipulate 
huge spreadsheet^ give you powerful tools for structuring 
them and easy access to the results they yield. All of this clearly 
noeds some pretty strong documentation, and Caxton have 
given it just that. 

The manual is friendly, clear and concise. It is backed up 
by good onscreen help, a useful little prompt card and, when all 
else fails, a support team on the other end of the phone. If the 
documentation is lacking anywhere, it is in the area of 
examples, SemtchP&d is very versatile for a spreadsheet, and a 
few suggested applications for the more unusual features would 
not have gone amiss. 



W 



Virtual memory allows enormous spreadsheets. 

Powerful formulae. 
P- Multiple windowing. 
I* Good documentation. 



Expensive. 
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SCRATCHPAD PLUS 

CaxlDii, £69.99 disc only 
CPC 6I2S, PCW 8Z56 
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THE ANIMATOR 



Every man his own Walt Disney? We see if The Animator can put some 
spring in the steps of your drawings. 



THE ANIMATOR 

Disco very/ Woolf Graphics, £14.95 cass., £17*95 disk 
CPC 464 p 664 k &l2BTh& Animator is nothing to do With sprites. It 
calls itself an inbetweener. This means that you draw two 
Plc tar us - the key frames - and the program then creates the 
frames in between. In other words, if you've drawn frames 1 
and 20 P The Animator does the rest for you by generating 
frames 2 to 19. It is then possible to add more key irames -40 to 
60, and so on 

The manual explains that although this is not the first 




Frame rotate is a facility which spins the entire frame 
about the I or y axes to create a 3D effect. At the same time the 
program sho\ the lines in perspective view - it makes the 
lines longer or shorter as they appear to turn away. 

Before running a sequence reverse can be Bet on or off. 
During the animation you can freeze frames, stop forward or 
back frame by frame and alter the speed. If there are only a few 
lines the animation runs at 50 framei per second. 

Unfo rtunately. if you then want to change the colour or add 
another key frame the program has to recompaci the sequence. 
This can take some time if there is a Urge-ish number of frames, 
longer if some the shapes are filled. 





program to use the tnbetweening technique it has great advan- 
tages of speed, Normally, an inbet weening program would not 
be able to display frames faster than 10 per second since it 
would store each picture as a collection of lines and redraw 
them as it went along. But The Animator compacts each frame 
and so is able to to reach speeds of 25 frames per second- A 
cartoon on film would display 24 frames per second. 

This speed makes animation very smooth, and also means 
you can animate almost any Hung - filled areas, curves, squig- 
gles etc- - up to the program's limit of 600 Vines per frame. Of 
course, you would probably have reached the limn of your 
patience well before raching that number, 

Drawing commands 

The Animator provides a number of drawing command to help 
you create the key frames thai will be the basis of your 
animated sequence. Polygon draw allows you to draw trian- 
gles r squares, pentagons, even circles (a 34-sided polygon), 
quite simply. Stippled fill will allow to mix colours in the 
program's four-colour mode (77ie Animator has thre& modes). 
Rubber banding can be set on or off. 

These commands are not as extensive as those offered by a 
program such as Melbourne £? raw but they serve to help you on 
your way. However, The Animator also has several very useful 
commands you're unlikely to find elsewhere such as the curve 
■me other, which allows you to draw a line freehand and then 
smooth it out by joining up every 2nd. 3rd etc: point, 

H you can't draw very well the transform command is very 
useful, This lets you copy and transform ready-made pictures or 
parts '.hereof. You can make them bigger or smaller, atretch 
them up or down, rotate them, or flip them over. Transform can 
be comobined with the edging facility frame move, which 
allows you to copy /move /delete frames. So, you could start with 
one frame containing a picture of a face, copy it to another 
picture and then go to work - broaden the nose, separate the 
ears, thm out the mouth and so on, 
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Run- time module 

However, there is a separaie program for nuuiing a sequence 
without using The Animator - the run-time module. This allows 
you, for instance, lo insert sequences in your own BASIC 
programs using the five RSX commands the module offers. 

Several demos can be saved and held in memory at the 
same time. They can then be run together to form a much 
longer sequence. 

How long? 

The length of the cartoon you create depends on how much 
detail yon want to include* On the 464 and €64 there is only 17K 
free for storing frames. On the 6128. however, there is over BOK 
available 

The manual claims that if you settle for a cartoon with just a 
few line* you can have sequences up to several hundred frames 
long. If you include filled shapes p however, the number of 
possible frames is reduced to around a hundred. 

But by using the run-time module it should be possible to 
join two cartoons together, making the last frame of the first 
sequence the first frame of the second. This method would give 
you 37K free on 464 or 664. and over 100K on the 6 1 38* 
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Gives yon some satisfaction almost immediately, 
A unique, and Amstrad-orignaL program, 
► Extensive range of drawing and editing commands. 
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► Takes time to get to grips with it, 

* Will take m«e time to create really impressive 
sequences. 

► Mot a lot of storage space on 464/664, 



You might be wonder f ng *whor , s 
II f« ?" WeH f if's not for on? thing 
En particular - except fun. Quite 
dearly, thavoh, there ore several 
oppficcktiom - the aevtion of 
animated Htfe sequences In 
programs ts one tho» sp^ng* to 
mmd. If you know enough obout 
electronics to temper with the TV 
modulator and output o 
composite video jignal rather 
than a modulated signal you 



should even be abfce to sove end 
build cor loom on video tope. 

EttentialEy, though, i>Vo Fun 
Utltfry. It does what its Htie 
suggests ± It creates oratnoted 
lOO^uences. If the <dea of creating 
a cor toon oppeob to you, you'll 
pro bob I y like It. After aft, mere b 
iomething nrtogi-Cflr aboout 
droving o few lines and seetng 
fhem transformed into something 
quire different. 



Afid it can be o* eo*y as 
that. A couple of minutes will 
produce youi fjffst sequence* 
However producing something of 
Walt Disney itandard could take 
you o long Nnje - not just in 
drawfiig ttie key frames but 1ft 
working yobr way rhrough the 
Impressive orange of commends 
/Re ^ii/pwo^w offers One thing it 
down'? offer, and which would 
Hove been useful particularly For 



the duff draughtsman* is an 
trnoge bank to play around with. 

1 f s real! y o «r*e, though, of 
only getting ouf of it what you 
put In. The more you explore, the 
more to tisf ochon you'll derive - 
olwoyt assuming you 1 re 
interested enovgh to get hold of 
St fn the first place. It's certainly 
capable of giving you mare 
pleasure man o lot of games f 
could mention. 



FrOrn meEfimdioJy to merrbnant in p sequence created very quickly indeed* and 
using onl? two key fr&me* - 1 and \ 2, 





DISC DEMON 

Beebugwft £12.95 Disc, £29. 35 Rom 
4&4 f 664,6128 

Following on from the success of their Amstrad Toolkit Beebug- 
soft have brought out a new selection of utilities, this time with a 
leaning 10 wards disc handling. 

The utilities take the form of RSXs, These can be called 
directly, eg | DEDIT to edit the contents of a disc, or indirectly 
by way of the | DEMON command. The latter summons a menu, 
from which the utilities can be called without you having to 
remember the precise name of the R5X- This is very conve- 
nient, and something that other toolkit writers would be well 
advised lo consider- It would be more useful r however, if the 
menu did not simply dump you back into BASIC after the 
completion of a command. 

DISC COMMANDS 

The commands themselves offer a wide range of activities. The 
more mundane provide AMSDOS alternatives to CP/M utilities - 
I COPY is equivalent to PIP. for example, while 
jDKCCOPY T |FOKM and | VERIFY replace DISCKTT, Similarly, 
there are a few other housekeeping commands such as | WIPE, 
a selective erase; and ACCESS, a file Jock/unlock utility 

The remaining commands tend to be slightly more exotic. If 
you accidentally erase a file, | RECOVER will unerase it for you, 
If you want to see the disc area a given fUe occupies, J DMAP 
will display a sector-use diagram. Taking this to its logical 
conclusion, you can search and edit the disc directly using 
I DSEARCH and | DEBIT - but you'll need to be a bit of a hacker 
for this &o*t of thing. 



MEMORY 
COMMANDS 

If these last two commands are your sort 



thing, Disc Demon 



can offer their memory equivalents, | M5EARCH and MED IT. 
and a memory dump command jMDUMP, Deeper still into 
hackery are DI5> a memory disassembler, and (ENABLE, a 
Rom-enabling utility, The latter lets you bring the other memory 
commands to bear on the BASIC Rom. and any expansion Roms 
you may have. 

Where appropriate, screen output can be directed to the 
printer by the commands ;PON and | POFT, Also, file com- 
mands normally called in the form j COMMAND .< filename > can 
simply be typed as I COMMAND and the utility will then prompt 
you for the filename. On the $84 and 6128 this is merely 
convenient, but cm the 464 it neatly avoids the RSX -handling 
problems of BASIC J O 

As a further convenience, the function keys are set up so as 
to produce useful DiseD&mon commands. For instance. f9 calls 
up the | DEMON menu, H displays a help- screen detailing 
command syntax and f7 switches the printer on. The use of keys 
ffl-f2 to set the screen to modes 0-2 seems a little strange at first 
- "What's this got to do with Dffi". you might well ask. The 
answer lies in the way some of the commands - notably 
| DEMON - behave. Though most of the commands work in any 
mode, a few switch to mode 1. and don't restore the previous 
mode afterwards. For these, the immediate switch back offered 
by K) and 12 comes in very handy* 

THE DRAWBACK 

If all this sounds exactly what you need, there is one slight 
problem with it - its size. The disc version takes almost 16K of 
user Ram. Though this can be reclaimed using I DEMONOFF, 
there is no way to keep just some of the commands. You can't 
even dispose of the help messages. Of course, a hacker could 
probably fix this - but then a hacker could write his own utilities 
in the first place. 

Th& solution, for my money, is to buy the Rom version. 
You'll need a Rom board to use it, and it costs a lot more, but 
that memory loss on the disc version really is a bit much- 



COMPILER 




The amazing Bertram Carrot reviews 
it speed up the poor man's miserably 
top-notch machine code progger? 

For a long while now Pve been working on Curte of 
the Android temmings r the latest Carrol megaiap 
written entirely in BASIC and sporting one of the \ 
slowest gameplayi known to mankind. So it was with 
much glee that I wrestled with the padded bag that 
arrived courtesy of Securicor a couple of days before 
this issue went to press. Just the job, 1 thought, to put 
tome perzaz into the robot rodents. 

The Laser Compil&r is the latest in a line of programming aids 
for chose who earn 1 * or won't 'get their hands dirty 1 with a bit of 
280 machine code, L&s&r BASIC, reviewed in February*! 
Amstrad Action, does a lot for those who believe that POP IY is a 
funny spelling of Olive Oil's boyfriend. It provides all kind* ol 
wise sprue* for use in youx own games, and machine-code 
routines to manipulate fhem. 

L&mr Compiler tackles the bit* ol program not directly 
concerned with putting lemmings on the screen;the calculation 
and program logic involved in a good game. When you've 
campi] fid a BASIC program with Laser, you'll notice a signifi- 
cant speed improvement, not in the sprites themselves, but in 
the way the program works out what to do next. 
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the latest Ocean/Oasis offering. Can 
slow BASIC? Will Carrot become a 

t 

Two sample programs are included in the manual; the 
nolo nous Sieve &f Er&tosihmtes, invented by an ancient Creek 
to show off the speed of his BASIC compiler, and a routine to 
draw a circle, If you run these two programs under Amstrad 
BASIC against their Laser compiled equivalents, you'll see a 
speed improvement of 20 to 30 times lor the Sieve and about 3 
tunes for the circle plot Well worth having, but what sacrifices 
do you have to make? 

Well, for a start, you can't use any floating-point numbers. 
Not as much of a problem as you might think, especially when 
writing games, as nearly everything is done with integers 
anyway. It does mean that the RNB function (which normally 
returns a number between 0 and 1) has to be rewritten, and any 
programs you want to compile will need to be adjusted 
accordingly. There are some restrictions on the use of 
MEMORY, and immediate mode commands, such as AUTO, 
RENTJM and NEW. are not supported. Nothing that Should really 
worry you, though. 

Syntax checking 

What is a bit more worrying is the 'fussy' syntax checking. ]f 
you write 'IF INKEY(32) THEN GOSUB 1000' in a program, you'll 
have to alter the 3me to read 'IF INKEY(32)<>0 THEN,,/ before 
Laser will accept it. It won't accept the Pascal-style square 
brackets around array elements e.g. DIM ArrayS(30] F although 
Amstrad BASIC does, and was none to happy with the statement 
'IF caught THEN RETURN 1 , It demands a hill Boolean expression 
(e.g. caught = I) to compile. 

The manual gives details ol which keywords aren't sup- 
ported, and lists the error messages the compiler may produce. 
It would have been useful to have had some of these erplained. 
and there were a couple the compiler produced which weren't 
li»ted t including the unhelpful RUNTIME ERROR-UNKNOWN 
ERROR. PROGRAM TERMINATED'. Considering how well 
Laser BASIC is documented, I think Laser Compiler deserves 
more than 15 pages 

The compiler 

The compiler is generally well behaved, and will take your 
source BASIC t whi£h should be thoroughly debugged, and 
compile it in two passes. The first pass checks the syntax, and . 
reports erroxa, showing where in the offending line the pro- 
blem lies. The second pass generates the machine-code, add- 
ing in the Laser run-tune code to produce a sfand-alone 
program. This code it quite lengthy, around the 10K mark, and 
is Longer if your program includes Las&r BASIC sprites. Using 
Laser Compiler is the only way to create a program with sprites 
which will run without Laser BASIC being present. 
The final product is run only, and as such may be sold by you, 
without further per mission from, or payment to Ocean. A very 
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BRITAIN'S BEST VALUE 
COMPUTER HARDWARE 



So far so good, if you Ve 
bought an Amstrad PC W 8256 
you've got the best vaJue 
hardware on the market, Bui 
what now? Keep on saving with 
the best selling, S^ge Topular 1 
range of business software 

Take your pick from the 
biggest and best range of 
professional software for the 
AMSTRAD. Accounts, Payroll, 
Invoicing, Data Base Management 
and Communications programs, 
all simple to use but highly 
effective and yours from as little 
as £89.99 ind. VAT For the crat- 
conscious small business, there's 
no better bet than Sage. What's 
more, you don't need to be a 
computer buff to put our 
programs to work. We give you 
90 days direct after sales support 
absolutely free, and for a modest 
annual payment we 1 !! provide 
ongoing support, including free 
pmpgram updates. (Try asking 
some suppliers of higher priced 
software how much support 
they offer!) 

What Amstrad did for 
hardware prices, Sage, one of 
Britain's top software 
companies, have done for 
software prices. Talk to your 
local dealer today, send for more 
information. 
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DESERVES 
BRITAIN'S 
BEST VALUE 




• ACCOUNTS The original SAGE 
accounting system to automate your 
bookkeeping. £99.99 incL VAT 
•INVOICING Automatic invoice 
production linked to a stock 
recording system £69.99 incl. VAT 

• ACCOUNTS PLUS 
SAGE accounts combined with 
Invoicing and linked directly to your 
ledgers. £149.99 incl. VAT 
•PAYKOLL An effective, 
^sy4o-uS£ uy^tcm to automate wage 
calculations, pavslijj printing etc 
£6R99 md VAT 

•COMBO PACK The SAGE 
Accounts and Payroll programs in a 
money-saving packi^e £140.99 
incl. VAT 

• SUPER COMBO Accounts, 
Invoicing and Payroll at a saving of 
£B.m £199.99 incl. VAT 
•SAGE DATABASE The electronic 
fjliryg system to organise your 
records and produce repons and mail 
shots £69*99 ind. VAT 
•CHITCHAT. E-MAIL A special 
version of this lop-sdling program to 
connect you todectronic mail systems 
like Telecom Gold, OntHoQ™ , t u 
Includes free On*-tt>One mail box 
wonh £50. £69.99 incl. VAT 
•CHITCHAT, VIEWDATA This 
version of Chit Chat gives yyu access 
to 1 Vest el and ftrhtr information 
Systems £69.99 incl. VAT 
•CHITCHAT COMBO Save 
£39,99 with this combination of our 

E Mail and Viewdata programs, 
£99.99 incl, VAT 



FOR MORE INFORMATION 



Kill in the details Wow arx) post iq; 
Saflrsofi pfc, SE\ Hiyusc-, Ki^m Centre, 
CHwforch, W^stlc upw Tyrvs NK* 3£DS. 



n 



NAME. 



COMPANY. 
POSITION 
AUDKKSN 



POSTCODE 
TEL NO 



» ( JRDEK BY PHONE 




Htokfercof AC0£& and Baida-ycand cm 
enter by 'phwung Tytw&k ^ ^7 
PlcjH^ all™ '2$ days fordebwry. 

BETTER SAGE THAN SORRY 

AAJ©6 
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realistic approach. Compilation of a typical I OK program takes 
about three minutes , including disc swaps. You can run the 
compiler from tape, but it's awkward 

Test programs 

And &o to CO^ArLr, ox at least the programs I tried it on before 
trusting it with the game which combats insomnia, I have to 
admit at this stage that in the time available for the review, I only 
managed to get one out of three test programs compiled and 
running under leaser The first was a simple database, which 
reserves MEMORY for a couple of machine-code sub -routines, 
laser te\ u tried the use of H1MEM in the program, and a small re- 



Compiler v Interpreter 

You may not be aware that jom 
Amstrad micro, like all ofltara , 
dwsct't understand BASIC! 
The to is a chip inside your com- 
pute^ called the BASIC inter- 
preter, which translates any 
program you write in BASIC 
into machine-code. All micros 
can understand machine-code, 
and aci on the irurtructiana an 
interpreter produces. 

The Trouble with doing 
things this way is that a Jot of 
time is taken, up translating each 
instruction. When you run a 
BASIC program, each command 
is translated as it is met. This 
means, that every statement in a 
simple loop like this: 

ID FOR* 1 10 26 

20 PRINT ' Cum of tht Android 
Lemmings' 

30 NEXT N 
is translated 20 timee! It's tmu- 
tiioj BASIC progTaira run at any 
speed at all. The advantage, of 



course, is that no permanent 
change :jj made to your 
program, so you can view and 
edit it immediately if Chen's 
something wrong 

A compiler oa the other 
hand, takes your program 
(known as the satire* code) and 
translates it once and for all into 
its machine-cede equivalent - 
the object code. When you run 
the program, it's the object 
code which is executed, and no 
translation work is done at all. If I 
there are bugs in your compiled 
program, though, you 'li have to 
go back to the source program, 
correct it there and recompile 
before you cut retest it. 

The best compromise, and 
one which La*ex Compiler \ 
offers, is to take a program that ; 
you've developed and seated 
under the built-in interpreter, 
and compile it to give you extra 



write would be necessary to put the code into memory in some 
other way. 

The second was a published BASIC Listing for a game, Loser 
compiled the program without problem, but when run the 
■UNKNOWN ERROR' described above, crashed my 6128, 

The third program was another mag listing, and after quite 
a bit of rewriting, Laser compiled this to machine-code over 
twice as long as the original. Although this compiled program 
ran all right (and a good bit faster than the original), pari of the 
screen display was corrupted. The interpreted version had no 
such problems, and it's hud fo see what could be causing them. 

Even with these problems p it's not fair to conclude that 
Laser won't compile fairly standard BASIC programs. If you 
were writing your program for compilation, you'd makt sure 
you stuck to the syntax it could understand. Using laser BASIC 
would also encourage this, as the routines provided there are 
all compatible with the Laser Compiler. 

All in all. Ocean's two programming aids will work tog- 
ether to provide much of the sophistication normally found only 
in games written entirely in machine-code, The extra memory 
overhead of a compiled program should not be too much 
problem, bearing in mind the program space available in 
Amstrad micros, 

Now, you see, these giant lemmings keep throwing them- 
selves of the cliff and your job is to catch them in your wellies .... 



► Handles a luge subset of Amstrad BASIC keywords. 
* Compiles fast, though in two passes. 
p- Produces stand-alone code, which may be marketed 
without royalties. 



> Adds considerably to length of programs, 
P Doesn't handle flfHtfpg »pofait numbers, 

► Manual could be more detailed. 



The Verdict 

The low C&pnpUer b o good 
integer compiler, though the 
review copy seemed o little 
rough round the edge*. Although 
it won't provide o dramatic 
increaw* in graphics speed [Loser 
BAStCw}\\ do this for you i .> 
considerably speeds jp 
caftutalion ond logic proce&tag. 
If would be interesting to 
com pore tajer Compiler with the 
rtew HfSoft integer Compiler (ho* 
about It, Ed, Sir?) 
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Rev up mir engine and take to the skies to 
veyourtountry. Hunt down the enemy 
d build ufivour log of kills as you rise 
through the ranks to the elite of the RAF. 



AmstradCPC £9.95 

Commodore 64 £9. 95 tape, £14. 95 disk 

Spectrum 48K128K £9.95 

Features speciat extended I28K version of the program 
with a mission to complete , extra sound, 
and more ground detail. 



Plot your course to the enemy HQ at the controls of your 
futl-function V/STOL Harrier, protecting yourself and your 
ground sites with cannon, bombs, and Sidewinder 
missiles. 

"A classy, polished, and highly addictive simulation" 
- Computers Video Games 

BBC/Electron £9.95 tape. £12.85 BBC disk 
Am s trad CPC £9. 95 tape, £14, 95 disk 

Commodore and Spectrum versions coming soon 





Pumell Book Centre. Paulton. Bristol BS18 5LG 
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PRINTERS 



/ / 



SHINWA/MICRO P CPA30+ 

mi t-s mode Wrfth «■ f 1 ^ -I n " l r ' 

TAXAN 

ONLY £219.95 



a "DlS€!L 



DfatUMr7 
«CAT 



All prhrn tmlwdr P*P JKfcJ VAT *h#q»Mv F»rt*l 0**t Cfe**l * Aid No. 

Cf#dn f .*r.1 nr0*r accrptfd by ptWtt Call*" w***e*»#. iWfl* f*»9» Of 0 n M 
liwfcHf. Tr*d* cmjulf In welOW Eurapr^n , .. nfrifl liertd fn-l*« *i .irflrtfftfF**, 
Ou EwrOf» 1 J .00 hu- J if mniJ . MjH order Ifl f »**lwwn p!«*i*. 



EVESHAM MICROS 

BRIDGE STHEET, EVESHAW1, 
WOACS. r WR11 4RV. 



MICRO CENTRE 

1156 PER SHORE ROAD, 
COTTE RIDGE, BIRMINGHAM. 
Trl:021-4» 4564 



UK'S LOWEST PRINTER PRICES 



FUU PRINTER SUPPORT FOR THE AMSTRAD 3T 

HEM 



ORDERED TODAY DELIVERED TOMORROW 

► P> ► KAGA-TAXAN ^ ^ * 

Ring for unbeatable price! 

► ► ► CANON 10B0A ^ * ^ 



■ DOT MATRIX EX VAT INC VAT 

SHINWA CPA -80 C 165-00 tl 89-75 

EPSON LXBOfnesF letter quality) 1 190 00 £218-50 

JUKI 5510 (col. option, NLQ) £209-00 £240-35 

CANON 1156A(near letter quality) £335-00 E365-25 



■ DAISY WHEEL 






DAISY SIEP 2000 


£225-00 


£258-75 


EPSON DX100 


£35600 


£40940 


■ AMSTBAD ADDONS 






TASWOPD TWO 


£1540 


£17-95 


fASPRINT 


£7-74 


£840 


TASCOPY 


£7-74 


£840 


PRINTER CABLE 


£11-00 


£12-65 


■ COLOUR PMNTHB 






EPSON JX-80 SPECIAL OFFER 


£45000 


£517-50 



NOW ONLY 3 MINUTES FROM JUNCTION 23 M62 
(MANCHESTER 25 MINUTES/LEEDS 20 MINUTES) 
N8; FROM EAST USE JUNCTION 24 



156 LONGWOOD GATE, LONGWOOD 

HUDDERSFIELD 
Tel 0484 646048/9 



SIREN SOFTWARE 



1. *" DISCO VERY" 

"he tape-todisc tmns'er program. Transfers spme turbo 
loaders, allers BASIC isader&tagntnfrcgfarns ruining with- 
out aiteralion. "HIGHLY HATED \ Aniiijd "Discovery does it 
best across the widest tango of games." AA, F«b '88 
"Probably I h« besl o* I h<s la pe-tr>disk cop ers " AA Ma r "B6. 
Fea?Ljrec? in: ho senoussohware chart. A A March '86 I 
O n 46 J , 664 , fi 1 2fl. D i 5C t + 1 .99, i ape E 7 .99 

2. **M ASTER D^SC" * NEW* 

The only d sk utility package you m i eve< ne^d, I h «s program 
really does it alL 

IMAQE - make backups of your disks (Inc. funny lormacs h 

1 DIRECTORV EDITOR ■ unerase files, show hidden Mes. 
secure fi*es. etc 

3 P E E OF OflM - tot man your disks lig htn ng la st 
S€CTOB EDI T OR ^CCMTiolerfliacloredllOt. 
DEFAOTECTQft-deprotfiCt a Basic program 
DISK mSADS^- display s!dfi -:ngth. type, ett of fifes, 
TAPE H EAGER- -asfo ; disk heaOer tau^or tape 
TRAMS RLE - transfer -ndlvdual f m Irom tape Jo ask or 
diss io rape I 
DtSKMAP-ahows how files are siored on disK 
TYPESTYLE-display on screen or pnnier any ASC I file, 
DUMPFiLE-displayHex'ASCiiJorrnatforcontenisofaMe j 
DfSK - speed upyour disk drive by up to 20%. ' 

Thi5diSkdoes :h a! 1 

On 46*. 664, 61 28 Disk only £12.99. 

OVERSEAS PLEASE A00 £1 00 FOfl POSTAGE AND f*ACkf NC 

SIREN SOFTWARE 
76 BRIDGE ST 
MANCHESTER M3 2RT 
TELOei 7966874 



SIREN SOFTWARE 
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HISTORY recalls the epic 'Highway Encounter," 

The attempted domination of Earth by the 
dreaded Alien aggressor was foiled by the power 
of the Vortons. 

NOW the sequel is launched. 

'Alien Highway* Where Vorton meets Alien, 
in the ultimate encounter. 



NAME 



CLMl i EN 0 ME 

AWSTRAD cpc 



V TAPE V DISC V 
QE8.95 Q£13.95 



SPECTRUM 4BK 

TOTAL VALUE 



D£7,95 



fcf,CMrHL^K L [i,SE 



ENaost c.o. /Cheque fayarE 10 vom c k software t \ : i r; 

SEND TO VORT£X SOP f WAW ISALC^i LTD J4 KANSAS AVT ^ALFOROWSJCt 



v AMSTRAD CPC v SPECTRUM 4 8 K v 
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256K SILICON DISC 

£99.95, DK*tronieB 
CPC 464, 664, 6128 



Andrew Wilton plugs in the DK Tronics 256K 
Silicon Disk and sees what it gets up to. 



DK'tronks have already made a name far themselves 
among Arnold users with their 64 K and 256K RAM 
add-ons, Now they're offering extra memory in a 
rather different form - a ramdisc. 

A ramdisc Is, as its name suggests, a cross 
between an add-on RAM and a disc drive. You can 
save programs on it, run CP/M on it,, and generally do 
whatever ycVd normally do with a disc drive, As far 
as Arnold is concerned; it is a disc drive. To us, 
however, there are important differences. 

The main selling point of a ramdisc is its speed. 
Because it isn't actually a disc drive, it doesn't waste 
time running disc motors and doing similar jobs. This 
means it can handle data much faster - and make less 
noise about it, too. On the minus side, it is volatile - in 
other words, when you turn it off you lose all the data 
you had stored in it, Because of this, it can 1 ! replace 
but only add to other, conventional storage Forms, 

THE PACKAGE 

Silicon Disc itself only works as part of a disc system - you 
cannot use i! with a disc-less 464. It comes in two separate, 
similarly shaped units, one of which plugs into the other, One of 
these holds the actual ramdisc, and the other contains the ROMs 
that make the whole thing work. 

The 464/664 versions are small p chunky modules plugging 
into the disk drive /expansion port. Any extra devices - notably 
the DDI-i essential for use with the 464 - can be hung on the 
through-connector. The 6123 versions are much longer, stretch- 
ing from the expansion port to the left-hand edge of the 
keyboard unit. As 6128 users may have already realised, this 
length of rear edge includes the printer port. Rather than block 
this port off. the two units give access to it via slots in the casing, 
iorming a tunnel right through the assembly. In use this 
arrangement looks quite tidy, if a little odd - it was made 
necessary by the differences in port layout introduced on the 
6128. Under the contrasting housings , the 464/ 6G4 and 612S 
versions are electronically identical. 

As wish all expansion p<*rt ping-ins, the physical side of 
interfacing needs at least passing consideration, The review 
system - a 6128 package - gave some cause for worry on this 



score . Though the two component units fitted together snugly, 
the whole assembly seemed none too securely attached to the 
6128 edge connector. The units rested on the desk once 
plugged in - though is wasn't too clear whether this was 
intentional, or just a consequence of the front module's rather 
loose gnp on the connector. 

Of course, physically poor connections don't always lead 
direcily "0 electronic problems. By and large, the review 
sample behaved itself . Only once did it have serious problems - 
repeatedly crashing on start-up, or simply refusing to power up 
at all. The usual solution - turn off* adjust plug-iiu turn on again 
Took half an hour and several dozen attempts to sort the 
problem out. This will come as nothing new to most plug-ins 
users, but it's still a powerful argumeni m [avour gf Vor rex-style 
expansion boards. 



AM5DOS 

On power-up, the firmware adds the line "Silicon Disc 1.0" to 
the machine start-up message. The disc is not active at this 
stage, Typing isdisc starts the package, implementing it as 
drive B if you only have a single drive system or as drive C if 
you have an FD1. From now on it is used in exactly the same 
way as a normal disc drive. 

The major difference from a conventional drive is in 
performance. The increase in speed of saving and loading is 
dramatic, as the table shows. The improvement in BASIC file 
handling is not quite of the same order, but will probably be 
rather more useful. After all, the longest load /save you are ever 
likely to do still isn't going to take more than 20 seconds with a 
conventional drive. 

There are a few other differences in its behaviour as 
compared to the genuine article. On cataloguing, the normal 
message "Drive B" is replaced by Li sDisc B M . This could easily 
go unnoticed, however, as the initial ,J 254K free" will probably 
demand rather more of your attention. The extra space is very 
welcome . but it does have one problem . 

The firmware features two commands, savedisc and 
ioaddisc, which copy the contents of the Silicon Disc respec- 
tively to and from a conventional drive. Once you have 2QQK or 
so on the ramdisc the direct transfer out, using savedisc, won t 
work. What you're left with is a file handling task a selective 
transfer, or at best deletion - which could prove very cumber- 
some under AMSDOS. If this sounds to you like a job for CP/M, 
then read on. 
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CP/M 

Implementing Silicon Disc is simple under AMSDOS. but things 
can be a little (rickier under CP/M, While atm l& AMSDOS. the 
external command Isetcpm sets up the transient program 
SDISC.COM on diac. This in turn is used toset up the Silicon Disc 
once you have entered CP/M. 

This jg not quite the end of the matter, however. To get 
SD1SC to work, you have to relocate CP/M, and to do thai you 
have 1o use transient commands MOVCPM and SYSGEN from 
within CP/M* Fortunately you don't have to be a systems hacker 
to do this, because you don't actually have to understand any of 
it. All you need to do is follow the instructions in the manual, 

Once you have your new, relocated CP/M you can imple- 
ment Silicon Disk juai by typing SD1SC* There are a few point* to 
note, chough. For one thing, you can only use she Silicon Disk 
with this altered CP/M. For another, some utilities will only 
work with CP/M in its normal position. Thus you may well end 
up having two almost indistinguishable versions of CP/M in use 
- a rich source of confusion, no doubt* 

None of this is particularly serious stuff after all. the 
instructions aro quite clear about the move opera Eion. As for the 
effects of the relocation, 6128 users are quite used to handling 
different versions of CP/M. They are, however^ the ones who 
will suffer from Silicon Disc's most serious drawback - that it is 
incompatible with CP/M Plus. 

COMPATIBILITY? 

At first, this seems too awful to be true, For a product such as 
this, produced in a special £128 version, to be incompatible 
with the main 6128 operating system is a serious matter, 
Immediately the Silicon Disc loses many or the major applic- 
ations for which its extra speed could have been such an asset. 
So why the incompatibility? 

The problem, in a nutshell, is this - there ss no CP/M Plus 
equivalent of MOVCPM, and without this you can't relocate 
CP/M in the way that Silicon Disc requires. If you try doing 
without and running SDlSC anyway, you get a message to ihe 
effect that the disc has already been implemented. 

Compatibility isn't just a problem for CP/M Plus programs, 
either. Of the packages that would really benefit from this sort 
of access speed, a good handful either crashed or failed to load. 
PyradGY - a big user of disc time during assembly - crashed 
spectacularly. Minerva's Random Access Database fared 
similarly, though this was rather leas surprising. Most disap- 
pointing of all, Caxton'g virtual-memory heavyweight Scratch- 
pad Plus refused to load because of the small CP/M 2,2 transient 
program area, 



very unusual to access the disk drives by any other means. If 
the ramdijsc can be read from and written to by the DOS in the 
same way I hat an additional drive would be, we will not have 
a-ny problems using the vast majority of software packages with 
it. 

The trick of course, is to make the DOS read from and 
write to the additional RAM while appearing, to the user at least, 
to be handling a disc drive. CP/M and AMSDOS were not 
written with this m mind, so they have to be modified. This is 
where the Silicon Disc firmware comes in. Two external 
commands are provided* |eetcpm and Isdisc* one for each 
operating system. Using these, the process of patching - that is, 
modifying - each system is quite straightforward. 



N 



► Very fast at data handling. 








► Large (256K) capacity. 








BAD H 


E 


W 


s 



> Doesn't work with CP/M Plus. 

fr- Doesn't necessarily save that much time in practice, 

* Costs as much as an FD-I. 

* Needs conventional disc back-ups. 

** Doesn't have the firmware to double as an expansion 
RAM. 




There ore douotfow iome tosks 
- spetf checking on obviovs- 
«KOmple>- for wbkh ihe Silicon 
Disc is well suited. Against this 
on* must set those application* 
for whkdi Jt dearly isn't. A* the 
comparative figure* for TYPE 
show (see table), the speed 
difference on disc access Fs not 
very significant where the 
applications concerned "hove a 
Id? else to do, My jmpresiiom of 



SPEED COMPARISON 



Task 

Loading 36K m/code program 
Writing IK ASCfl file from BASIC 
PEP transfer of CP/M 3,3 iittlittea 
TYPE 8K text fiJr* 



Silicon Disk FD-1 second drive 



13.3s 
7.9s 
138s 

£3s 



TECHNICALITIES 

The difficulty with a rarndiac comes in making a piece of RAM 
behave like a disc drive. The secret oi this lies not in the 
hardware, but rather in (he firmware that comes with it. The 
Silica n Diac itself is physically a chunk of add-on RAM and 
with the right additional software it should; be possible to make 
it acl like one. too. The firmware does not provide for this r 
however, as it has a rather harder job to do. 

If we want to communicate with a disc drive, we normally 
do so via the disc operating system - DOS for short. On the 
Arnstrad <h&c systems, this means either AMSDOS or CP/M. It is 



uiing P&cket Wordstar oft- there 
Jended to confirm this. Of 
course, backing up was much 



VERDICT 

quicker * but what us* is a 
RAM back-up? 

I ftrtpecf that nor mci 
backing op to ct ccuwc-ntianai 
disc, that is - wovtd lose yew 
moti of the time SD's estrra 
taeed gives you. In coy cose, 
normal precautions rnoy not be ... 
enough, ?rv odd<(ion to 
otcatitmol unreported write 
faitures and phantom "disc 
£/Q ,e erron during data 
hondKng, the *ystem crashed 
during o drive-to -drive data 
irarrafer. Alarmingly, this 
happened during the PIP speed 
trials for the comparison - ond 
the SO manual recommends PIP 
for this o*e* 

If th* choke is between the 
Silicon Disc and a gonvsnhoitaf 
second drive, the second drive 
must be the clear winner. The 
FCM's flexibility, reliability and 
eose of use put it ahead even ff 
you Ignore CP/M Pius. A? an 
extra for a twin-drive system, 
Silicon Di& could prove worth 
the money - but only If yov 
have ar teait one definite 
speed-cntkol job for it to do. 



STOP PRISS 

LateaE news from DK Tronic* is that ttwy are planing a CP/M 
Plus upgrade for the Silicon Disc. Details of price and release 
date are, as yet, unavailable. 
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SKYWAVE MULTI PORT/MODEM 
HOUSE VOYAGER 7 

Sky wave SoJtware/Mod»m Howie CI 59 .85 




There is some controversy about this package - in particular , 
over whether or not it's actually legal to use it on the British 
Telecom network at all. Speculation on the subject may be 
interesting, but it does rather miss the point - namely, that the 
package isn't really up to much anyway. 

In hardware terms the system breaks down into the usual 
RS332 serial interface and modem, the former holding the 
Skycom firmware thai controls everything. The interface slots 
onto the expansion/floppy drive port, but makes a poor connec- 
tion. Slight interface wobbly can prevent the computer from 
powering up. or worse still crash Skycom while in operation. 

Worse stillp the interface housing doesn't fit the 6128 
expansion port at all. A connector is supplied , but it is a very 
odd, uncased effort designed to step the PCB up to the level of 
the interface. All (his is very primitive - it makes for even worse 
reliability, for one thing. Quite whai would happen if you 
dropped a paper clip or staple on it 1 dread to think „ but it 
certainly wouldn't do it a lot of good. A ribbon-cable connector 
would have made a lot more sense. 



W 



P Less expensive ihan the Pace package. 
► Can auto dial. 



B 
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May be illegal to use it, 
P Clash** with CP/M* 
P Unfriendly firm ware, 
P Weak documentation, 

Once you start using the system , you wonder why you 
bothered fiddling with the connection in the first place, Skycom 
isn't very friendly, and the manual isn't very helpful. The 
combination of these two factors means you'll spend quite a bit 
of time on 'seat of the pants' telecomputing, just typing things in 
and wondering what's going to happen. This is all very well if 
you really need the suspense, for myself, I like to know what's 
going on and with Skycom, you don't. 

Even once you've worked out what the manual doesn't tell 
you, it s still not very impressive, The text and symbols are 
MODE 1 only, which means you only get 4 colours on the 
display As toi se^sohware. the downloading seems to work OK 
bui the start/length/entry addresses aren't on screen long 
enough for you to actually read them. 

There are good points to the system, but not many of them. 
The modem does have auto-dial, but the magazine's automatic 
exchange meant we couldn't put this to the test. On the minus 
aide, the system doesn't work with CP/M- In tact. CP/M won't 



boot even with Che modem inactive - it simply gives an 
'environment 1 error message. The only solution is to physically 
unplug the interface - not a very satisfactory state of affairs, 



PACE N1GHTINGALE/COMMSTAR 

Pace Micro Technology £172. SO 



The recent deal between Pace and Honey soft brings us a 
package that really does offer the best of both worlds - good, 
solid hardware and slick, friendly firmware. 

The Pace serial interface is free-standing, and connects 
with the expansion/floppy drive port via a length of ribbon 
cable, this makes for a much more secure connection than the 
dangling Multipart manages. If anything, the connection is a bit 
too secure, Swinging Arnold round your head by a bit of ribbon 
cable isn't a terribly good idea, but this connection feels like it 
would stand it. The review copy gripped like a vice, and 
unplugging it took a fair bit of effort. In practice K you won't have 
much call to disconnect it - it causes none of (he 'envir omental 1 
problems you get with Muitiporr, If ii wasn't tor its power-up 
message, you'd never know it was there - until you come to use 
it, thai is. 

Once in use, the interface's Commetar firmware starts to 
show what it can do. To call the system user -friendly doesn't 
really do it justice. The extensive use of pull-down menus 
simplifies things so much that the manual seems almost un- 
necessary. The package takes all the work out of telecomput- 
ing, and is generally a delight to iise* 

Of course, you can't always manage without a manual. 
When you do have to check up on something, however, you can 
be pretty sure the CommstMr documentation will cover it more 
than adequately. Sad to say, p)ug*ins manuals tend to be very 
poor, and the Multipart documentation is probably not far 
below average. Against this background, the CanwxBtar manual 
is a remarkably thorough and professional piece of work, If s 
clear and helpful at novice level, while its technical depth will 
earn it a place on any hacker s bookshelf, 
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> Easy to use. 
P Great manual. 
P Reliable. 



W 



P- Not cheap. 
P Moaulo-diaL 



ELECTRIC STUDIO LIGHTPEN MK II 

The Electric Studio, 119-95 cass t £29,95 disc 
4*4,664,6128 



The Electric Studio Lightpen has long been one of the better 
graphic add-ons available for the Amsirad machines. The high 
quality of the software and the wide range of options available 
made it a very attractive proposition in its original version. 
Now, however, Electric Smdso have released their new Mark 11 
pen. So what's the difference? 

The first thing you nonce is the interface. Instead of the old 
chunky affair perched precariously on the expansion port, 
there is now only a simple edge-connector. This looks and 
performs much better than the original, making a more reliable 
connection and putting less si ram on (he expansion bus. 

Also, the software is improved. The ongrnaJ package only 
worked in mode 0. Now you can use the pen in any of the three 
screen modes - though you do have to load a different drawing 
program for each mode. Tht»r# is no need to calibrate the Mark 
A pen - you can simply plug U in, load the software and use it As 



before, the use made of icons is good and the documentation 
thorough, 

The only drawback with the new pen seems to be the 
business end of the pen itself. This is considerably blunter, 
making it a lot harder to $e« what you're doing. It appears that 
the nose cone haft been cut shorter on the new model - possibly 
to improve performance but that otherwise ihe pen is 
unchanged. 



w 



P No clumsy interface, 

P Works in all three screen modes, 

P No meed to calibrate. 

P As good for you now as it's always been. 



* The pro is a bit blunt, 
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OCEAN 

SPECTACULAR! 

25 pairs of Batman and Frankie are the prizes In this exceptionally 
exciting competition 



They're both A A Raves this month * and they can 
BOTH be yours if you get the right answers ta a few 
simple questions. Here at last is 1h# chance you've 
been waiting For to display yottr knowledge of the 
history of Batman and the mega-group Frankie Goes 
To Hollywood. 

Don't worry, though — you don't need to be 
Mastermind to answer these questions. And even if 
you don't have a clue yourself, you're bound to know 
someone who does. 

What you have to do 

There are two set* of multiple-choice questions, one on Batman 
end another on Frankie, AH you hov^ to do is select the correct 
alternatives, right them clown on a postcard or the back of an 
envelope and send them to Ocean Competition, Amstrod 
Action, Thm Otd 8arn f Somerton, Somerset. What could be 
easier? The closing cMn for enrnes is Thursday 8th May 





1. Which of the following three biscuits is a fiendis] 
foe of Batman? 

a. Bandit 

b. Club 

c. Penguin 



2, What was Batman's real name? 
a* Bruce Wayne 

b. Bruce Wade 

c. Bruce G robe fa or 



3. Who was Gotham City's Chief of Police? 

a. O'Hara 

b. O'Maro 

c. O'Tara 




The 



Franhi 

Pleasurequestio 



1. What wos FGTH's first hit single? 

a. Shoddap your face 

b. The Birdie Song 
e. Relax 

2. Who built the pleasure dome? 

a. Kubla Khan 

b. Marco Polo 



c. Catherine the Great 

3. Who is FGTH's lead singer? 

a. Holly GollghHy 

b. Buddy Holly 
C Holly Johnson 



Communicating with the outside world can present its own special problems. Fortunately 
help is at hand for Amstrad users in the form of Nightingale and Commstar, 

The Nightingale modem has become the standard by which others 
are judged. Combining simplicity of use with true multi-baud rate 
operation, Nightingale can provide access to both Viewdata 
(1200 75 & 751200 baud) and full duplex (300/300 baud) systems, 

Commstar is the communications software and is now ova i la bte for 
the Amstrad micro. Commstar tea combination of powerful Viewdata 
and Terminal communications programs providing full telesoftware 
download) ng faci I (ties. It is fu I ly approved by Viewfax and features 
window menus, a full eight colours, it can be used under C/PM and 
is fully compatible with the Amsoft RS232 standard 

Nightingale and Commstar for use on the Amstrad CPC 464, 664 and 
6128 are available direct from Pace or from good dealers everywhere 

Nightingale Modem £119.00 Commstar on disc £29.57 
Nightingale, Commstar (on ROM), plus Serial Interface £150.00 

Also available separately are the Terminal (Honevterm), and Viewdata (Honeyview) programs 
from Commstar at £19.95 each. 

Ptease add carriage and V A T to the above prices. PStP(U.K.):£0.75 with Nightingale £2,50. 
Comprehensive foci sheeis are available (or these ano omer Pace products. 

PACI Micro Technology 

Juniper View, Allerton Road. Bradford, West Yorkshire. 
Tel. 0274 483211 Telex No. 51336 
Preatel Mailbox No. 274 729306 
Telecom Gold Mailbox No. PC! 001 
int. Tel. No. +44 274 488211 







just** 




Take to the skies as you play the part of our intrepid hero "BOM8JACK", the man 
without fear, as he indulges his incurable hobby of Bomb collecting. 
"BOM B J AC K " i s the on !y game t h at w i H take you a roun d t h e wo r Id f r o m G ree c e t o 
Egypt, sunsoaked beaches to the skies of New York City H but don't expect a holiday 
in this game. Danger threatens from every side in the form of deadly robots, rogue 
satellites and even kiMer-sparrows! 

Your only chance is to eat the power pill which drains your enemies of power and 
leaves them easy prey to "BOMB JACK". But look out the pills effects won't last 
forever, unlike "BOMB JACK'S" strange urge for collecting Bombs, 
Addictive, High Flying, Bomb- Bus tin' Fun and the Qualrty you've come to expect 
from Elite. 



ners 



1 C/ ass/cs f, an 

too// csfr °m 
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£8.95 cass 
£14.95 disc 






fl 



The officially licenced home version of the smash hit No,1 coin-op classic. 
You play the part of "Super Joe" crack combat soldier fighting a tone battle 
against overwhefming odds, AH the action and tension of the U.K. Christmas 
No.1 available for your Amstrad NOW! 





SPECTRUM 4BK AMSTRAD 

Imagine Software 1 1984}, 6 Central Street 
Manchester M2 SNS Tei: 061 834 3939. Telex 66997? 



mm Imagine Software is available from: 

HSM i TH w J^tm!m WOOUMOtmt LASKYS Rumbelows.Greens 



Spectrum Shops and all good deafer 



Absolute 
Beginners 



The first in a series of articles by 
Andrew Wilton which will take you 
from complete Ignorance to 
COMPLETE mastery of BASIC 

Ccrtoom by *aRe* Wiillomi from rhe book Warning - *hit Computer & YT5$t, 
published by love ^ ftookt at Cl .95. 




How to use this article 

You con refld any amount of theory about com- j 
pufers p but there's no substitute For hands-on expe- 
rience - learning tit the keyboard. To get the most from 
the article, sit down in f ront of your Amstrad, turn it on 
and type in the examples as you come to them in the 
text. Don't worry about remembering everything as 
you go - there's a summary at the end of the article. 

The article assumes that you know how to set 
your Amstrad up and switch it on, but as tittle else as 
possible. Because of this it may start too simply ffif 
some of you. Don't worry — you will be able to join at 
further instalments without any problems. 



WHAT IS BASIC? 



Basic is a computer language a way of telling a computer what 
to do. Computers are machines which obey instructions, but 
these instructions must be in the right form. If you type in 
something which Arnold doesn't understand, you'll get ait error 
message- a piece of text printed up on the screen felling you 
you've done something wrong, Don't worry if this happens. 
Typing an nonsense won t damage the computer in any way. 

If you haven't already switched your Amstrad on. do so 
now. If you have a 464, the screen should read: 



Amstrad 64K Microcomputer (Vt)! 
(c}1984 Amstrad Consumer Electronics pic 

and Locomotive Software Ltd 
BASIC LO 

Ready 



If you have a 664 or 6L28, there will be slighi differences. 
The word "Ready" is a prompt - it invites you to do something. 
To be specific, it invites you to give Arnold new instructions, as 
he has nothing to do at the moment. The rest of the text on the 
screen is the start-up message. This is rather like the title page 
of a book - it serves no real purpose r other than to let you know 
that the computer is working OK, 

Since we're going to be doing quite a bit of work on the 
screen, we might as well start by clearing off the clutter of the 
start-up message p We'll try doing this in English, first. Type 
CLEAfi THE SCREEN and press the return key - you should get 
the message "Syntax error", and the "Ready" prompt. The 
"Syntax error" means that Arnold didn't understand what you 



typed in. and the "Ready" prompts you tor more instructions. 

If we want Arnold to clear the screen, we have to give him 
his instructions in Basic. Type CLS and press the return key - ii 
all is well, the screen clears and the "Ready" prompt appears 
in the top left-hand corner. CLS is the Basic command which 
tells Arnold to cleat the screen- If it didn't work you probably 
typed it wrong, so try again. 



TYPING COMMANDS 



It rnajcea no difference whether you type commands in capital or 
lower case letters, or even a mixture of the two - Arnold takes 
such things in his stride. What he cannot cope with, however, 
are spelling mistakes. Type CLSS or CSL and you will simply 
get the "Syntax error 11 message. Even where the intended 
word is obvious to human eyes - REBTOR instead of RESTORE , 
for example - Arnold will still refuse to accept the offending 
command. 

U you notice a typing error before you press the return 
key h you can correct iL Use the left and right arrow keys to 
move the cursor over the mistake. Now remove any unwanted 
letters by using the DEL key K or insert missing ones simply by 
typing them in the normal way. Once you are satisfied with the 
instruction r press The return key as usual. Pressing the return 
key tells Arnold that you've finished typing the instruction and 
want him to carry it out. You must always press the return key 
after typing an instruction - Arnold won't act on it until you do. 



PRINTING 



Now we know how to clear the screen, the next step is to learn 
how to write to it. Type,,, 



PRINT "AMSTRAD ACTION" 



makirvg sure to use ^.e double quotes on the 2 key. Press 
the return key. Arnold should now print the words AMSTRAD 
ACTION on the screen* followed by "Ready". You can r if you 
like, print any piece of text you like by putting it in between the 
quotes. Thus, PRINT "FRED WAS HERE** will make Arnold print 
up FRED WAS HERE- To save time, yon can use a question mark 
in place of the word PRINT. Thus... 



? "AMSTRAD ACTTOH* 



...has the same effect as the earlier example. Try it out 
also try using different phrases in the quotes, Arnold does not 
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care what you put in the quotes. Spelling mistakes are no 
problem - he prints the words up exactly as you type them. 
They can be complete nonsense, for all he cares. The point ia, 
he know h what you want him to do. As for what it means, 
that's, you i busmen 

Using a question mark instead of PRINT is a useful way of 
saving yourself some typing. You could go even further, and 
leave out the right-hand quotation marks. This does not worry 
Arnold, as he only needs the left-hand pair. However ¥ leaving 
oui quotes is a bad habit to gel into. Later on you'll find cases 
where ifs essential to close the quotes, so it "a best to make a 
rule of it now, 



COMPOUND 
INSTRUCTIONS 



You don't have to give Arnold his instructions one at a time. If 
you want to print a piece of text on (he top line of the screen, 
you could try typing,,. 



CLE 



PRINT 'TOP WfET* 



...and pressing return again. Aa you can see, this doesn't 
work. Though Arnold does clear the screen when you type 
CLS, he immediately puts the "Ready" prompt on the top line* 
What's more, you then have to type the print command on the 
next line, so that **TOP LINE?" is actually on line three of the 
screen. We want to give Arnold both instructions at once, Type 



CLS PKINT "TOP LIKE?" 



...and press return - but only after you've typed the whole 
thing, Now it works. Not only do the commands you've typed in 
get wiped off by the CLS, but also there is no "Ready 1 ' prompt 
until after "TOP LINE?" has printed up. Arnold only puts the 
prompt up when he needs more instructions - he doesn't pm 
one up after the CLS, because he still has the PRINTing to do. 

Look again at the hne of instructions that did the trick. The 
two commands are put on the same line, and separated by a 
colon. This is the standard way of giving two commands m one 
go. You can give Arnold more than two commands at the same 
time, provided you put colons between all of them, and press, 
the return key only after the last command. Try this - 



CtS;PK3WT "YOtfUi RAVE TO BE QUICK TO READ 
THIS 1 ':CLS: FRffJT "BUT YOU CAN TAKE YOU* TIME WITH 
THST 



A series of instructions like this is called a compound 
command or multiple- statement line There is no limit to the 

number of separate instructions a compound command can 
have - there is, however, a limit to how long the whole thing can 
be- The maximum length of a compound command - indeed, 
the length of any piece of text - is measured in characters, 

A character is a space h a number » a tetter, or some other 
symbol. Thus-,.. 



CLS 7 "Only £1,50" 



...is IS characters long. If you make it loss, you're probably 
forgetting to count the spaces. Now, a compound command can 
only be 2SS characters long - Arnold just won't let you type any 
more than that. 

As you will have noticed from the examples, a compound 
command can take more than one tow of the screen. In fact, with 
a screen 40 characters wide it can take the best pan of seven 
screen rows. There's no problem with this - as you type, the 
text just overflows into extra rows as it needs them. This 
overflowing, or wi&ppwg as it is property known r has no effect 
on Arnold's understanding of the text itself, However many 



rows of toxt you type before you press the return key, Arnold 
still reads the whole thing as if it was all one long line. 



MODE CHANGING 



When you switch on. Arnold is in 40 character mode That is, 
you can fit 40 characters on each row of the screen. For some 
purposes, you might not want this. You mighi want larger 
character s so that text is easier to read r or smaller ones \o fit 
more on screen. You can change the width of the characters, 
and thus ihe number you can fi! on each row p using the 
command MODE Just type the word MODE, then a apace, and 
then a number from 0 to 2. MODE 0 gives you 20 characters to a 
line, MODE 1 gives you 40 - the start up setting - and MODE 8 
gives you 80. Try typing the following. „ 



PRINT "What happens when you change raode? lp :MODE 0 



...and you'll notice that the screen clears. It's as if MODE 
had a built-in CIS Type the same thing again, and you*lI see 
that the screen clears even though you're already in MODE 0. 

K you type in a MODE command without leaving a space 
before the mode number, you gel a Syntax error message. 
Other kinds of mistake produce other error messages. The 
mode number is known as the operand oi argument of the 
MODE command- Thus typing (he, word MODE on its own gives 
you an Operand missing message, while using a number 
ouEsjcte the range 0-2 gives you Improper argument. 



SUMMARY 

If you want give Arnold a series of instructions so complex that 
it lakes more than 255 characters, you'll have to write a 
program to do it. Next month we'll be going into what a 
program is, and how you go about writing one. We'll also be 
dealing with simple graphics, For now, let's jusi have a recap 
BASIC is a way of telling your computer what to do. 
COMMANDS can be typed in upper or lower case, but must be 
spelt correctly, 

Tim RETURN key is the way you tell Arnold to carry out the 
commands you've typed m Press 11 to tell him you've finished 
typing the current command, 

COMPOUND COMMANDS are used to give Arnold several 
instructions in one go. They are made by joining commands 
with colons, and pressing the return key after the last command 

only. 

CLS clears the screen of whatever was previously on it. 
PRINT writes a piece of text to the screen. The text is put in 
quoins alter ihe command itself. To save typing k you can u$e a 
question mark as an abbreviation for the command. 
MODE changes the number of characters that tit on one row of 
the sera on :i also clears the screen. MODE still works even if 
you tell Arnold to "change" to the mode he is already Ltl Then, 
it simply bnhaves like CLS. 

The OPERAND ox ARGUMENT of a command is an addition 
specifying how the command is to work* or what it is to work on, 
The operand of the PRINT command is the piece of ten that is to 
be printed. The operand of the MODE command is a number 
between 0 and 2. specifying which mode Arnold is to change to. 



Has setup 

HIS FIRST 
SOFTWARE 
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THE ALL-ACTION 

REVIEWING SYSTEM 



'Try whistling the Marseilfcfse while you read this. This 
month we have our first ever French Mastergame — 
and a brilliant piece of work Get Dexter is P too. 

But f 'Britons never, never, never' etc. Batman is 
not far behind, and in any other month would 
probably have scooped that coveted Mostergome 
position* 

Elsewhere there are some really tasty games, 
including a Rave that will get your brain cells in 
motion - Colossus Chess. It might not be as pretty as 
CyruSf but it plays a mean, mean game, 



L EXPERT GAMEFLAY, No gun* gete written up until iV* had 
a long and thorough lest Take software editor Bob Wade, 
Despite his tender years and sensitive soul f lie'* pretty deadly 
Willi a joystick and happens to have played virtually every 
Amstrad gams ever released. As they say down in these parts, 
BW reaches the parts other ro viewers can't touch 

2. EXTRA OPINIONS. It's always dangerous to rely on just one 
reviewer tastes vary enormously r So all the games we review 
get not just one. not a mere two, but THREE opinions. As well as 
more variety in the comments, it means we now have even 
more reliable ratings, 

X LABELLED SCREEN SHOTS. It's obviously important to 
print sci een*shofSi but often they can be hard to make sense of. 
Labelling die different elements can make all the difference. 

4. CLEAR SUMMARIES, Ever read a review where you ended 
up confused aboui the verdict? No chance of thai happening 
here. To make our own views crystal clear we include a concise 
summary under the Good News/Bad News headings, 

5. RATINGS BOXES, We rate our games using percentages for 
extra flexibility and precision. And with so many games to work 
through, it's a help to see at a glance which are good and which 
aren't, Our ratings bones do this - just look out for the games 
with long bare and dark tips. 

6. GREEN SCREEN VIEW. Some people have to make do with 
a green screen monitor for their games. Our Oreen Screen 
View lets them know if they're worth the effort of loading. 



AA Ratings - how they work 



We've cam* op wis 
^ headings which, we reckon, 
cover ail that's ixnportan; about a 
game The most important is the 
finai one which rep roseate our 
overall ewessafttent. of ii Games 
wfeicfe^worv-BO^ or higher earn 
the much sought after ]?ibei of 
RAVE. whi5e the highest rated 
qame in any month becomes our 
MASTERCAME we go tbjoogh 
agonies before seieetijKj that 
one; 

The ratings c^r^gotf^.Jire 
meant tc be *mly $etf 
explanatory, but that wasn't why 
we didn't print anything tiboui. ' 
them la«! issue - we just ran ou s of 
space* So h^re are the missing 
explanations. Hopefully you'll 
agree our categories make a re- 
freshing change from the usual 
GRAPHICS is the first category/ 



Basically, this mtssnsi, **: wtei ite 
game iwks like: catour (teiuuiioii 
aiumattHL imagination If ^ safe to 
say (hat monochrome Noughts and 
Crosses will scotc fairly low. 
SONIGS nexi Sweet music, hoir l- 
ble noise- silence all wtU be rated 
on quality and quantity Thss rating 
involves the use of c&» 
GRAB FACTOR We think you'll 
tike ttas one Dogs (he game isaily 
GRAB you* Are you hooked^ Will 
you miss an episode of The 
Archers to play if? High Grab 
Factor means thai the whole office 
abandons work Bob Wade who- 
ops wilfe delight and even the 
publisher soaks mildly pleased 
100% mean* the game is more 
addictive than cider 
STAYING POWER You ray have 
got the hatat, but how k>ng are you 
going io keep ii? Staying Powtu 




K.FEB 



MASTERGAME 



Get Dexter 


PSS 


58 


AA RAVES 




Batman 


Ocean 


48 


Thin 9 on a Spring 


Gremlin 


50 


Fairliglat 


The Edge 


S2 


Tomahawk 


Digital Integration so 


Franhie 


Ocean 


66 


Doomsday Blues 


PSS 


66 


Colossus Chess 4.0 


CDS 


70 


GAMES TESTED 




Clue do 


Leisure Genius 


48 


FA Cup Football 


Virgin 


S3 


Moon Crosta 


Incentive 


54 


The Last V8 


Mastertronic 


54 


Way of flic Tiger 


Gremlin 


56 


Kaiser 


Ariolasoft 


62 


Bridge Play or 3 


CP Software 


62 


P an ladrome 


Ariolasoft 


63 


Indoor Soccer 


Magnificent 7 


64 


Nomad 


Ocean 


69 


Ram bo 


Ocean 


70 


Tournament Snooker 


Magnificent 7 


72 




tella you how often you re likely to 
return to a game Thai depends on 
such mailers as the number of 
screens and tevek the variety of 
;he task tfts degree of long-term 
rr..iLi- r.->- An a Active oame with 
oaty a conpte of screens to u will 
get a high Grab Factor and fow 
Slaying Power, one wi!h a 
screen playing area but lacking m 
payability would be the otter tttiy 
round 

AA RATING Nothing to do wtih 
cais This is the rapuii of a van 
hard sum involving all the othej 
raTmgSn plus factor tike pries; 
auahry or oackaomg and snstrac- 



Compatibility 

All the games reviewed in ihis 
month's Action Test are compat- 
ible across the range, with the 
exception of Kaiser and Indoor 
Soccer, which do not run on ihe 
6123. 



ttons, lebabihfty and any other ra^ 
levant factors we can think of You 
wbtft go fei wrong with any game 
over 804*. 



CLUE DO 

Insure Gem sis. £3.95 cass, £14.95 disk 



Whodunnit? To find out you'll have to play 
Gluedo, Leisure Genius's latest board-to- 
computer conversion. As just about 
everyone in th* country must know, Cluedo 
is a game for up to six players in which the 
winner is (he one who, by a combination of 
sldll and deduction, discovers the culprit, 
victim, and the object used in a foul 
murder, 

The player does this by making a 
series of 'suggestions' - eg, 1 suggest That 
Bob Wade murdered Pete Connor with the 
Joystick in the Dark Room/ If any of the 
other players have the cards relating to 
those things, then Ehey must say In this 
way you can eliminate a number of possi- 
bilities and deduce which cards have been 
set aside as the murder cards. 



SECOND OPINION 

It's m pretty good implementation of the 
board game - good news for all fans, 
However that does leave a lot to be 
desired If you don *i Hke the board game. 
It saves on all that grubbing around with 
paper and pencils but still needs to be 
played as a muJti player game to get the 
best out of it. 

BW 



Computer Cluedo works in Che same 
way. Up to six people can play, 01 the 
computer can play up to five of the roles. 
Graphically, the game does not stun you 
with its brilliance. Each character is repre- 
sented by a picture in the top right corner 
Unfortunately, they consist of crude heads 
with red blobs on their cheeks and really 
cannot be said to exploit the Amstr&d'l 
graphics potential. Tudor Oosa the coun- 
try house where the whole business takes 
place, is represented either by a giound 
plan, or by a small picture of a room when 
an accusation is made, 

Sound consists of a rune per character - 
Colonel Bogey for Colonel Mustard, On- 
ward Christian Soldiers for Rev. Green. 
Otherwise there is Ultle of note, erafcpi the 
curious comment in the mat ructions that 
The program does appear to pause while 
producing sounds'. Either it does pause, or 
it doesn't. 

Cluedo may not be the classiest 
program ever written. But it hardly seems 
to matter You'll buy it if you want to play 
the hugely succesml game on your 
Amstrad, and you'll be able to play a 
proper game even if there are no other 
humans around. 

PC 

GlXEJf SCKEEH VIEW 

Pretty good - alt thai'* mussing are thm 
red bloba on the characters' citeeks. 



THIRD OPINION 

The use of colour is a bit poor, but 
otherwise the game translates very well. 
As usixai, if you didn 't like the board 
game you probably won 't like tins either 
- ancf even if you did, the little tunes are 
infuriating. Whodunnit fans will fust have 
to turn the sound down, 1 suppose. 

AW 
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BATMAN 

Ocean. £1.95 cass, joystick Or ktys 




GOOD 



NEWS 



► No need fot other humans 



W 



* Poor graphics 





30% 


mm 




397* 




GRAB f ACT OB 


46% 




[staying P0W1 ft 


59% 




A A RATING 


52% 





If you look at all the licensing deals Ocean 
have done this must have been a contender 
for the one most likely to produce a turkey 
of a game. In fact it is one of the most 
attractive, addictive, humourous and long 
lasting games that a licensing deal has 
produced. AM achieved without six months 
advertising hype of the character involved- 
There & no Gotham City or KRUNGW.l, 
KAPOW?*?£? m THWOK*£?!"£!. r fights, just a 
single caped crusade j in search of ihe 
seven pieces of the Bacmobile chat will 
allow him to rescue his kidnapped sidekick 
Robin. Batman appears by sliding down [he 
Batpole into the Batcave, which consists of 
over ISO locations drawn in marvellous 3D, 
colour and detail. Ultimate fans will prob- 



SECOND OPINION 

A superb arcade adventure with just 
about everything you could want except 
shooting. And, if I remember right that 
was never Batman s style. Style ts what 
this program ha$ got a lot of: it s a joy to 
walch and grea\t fun to play. 

PC 



ably scream "rip-off" again but they 
couldn't be further from the truth. The 
improvement in colour, screen design and 
most importantly the puzzling involved 
make this something really special. 

Batman's Hist task is to find four pieces 
of equipment which he will need to get him 
through his qucsf |ei Bathoots allow him to 
jump, while the Baiihruster and Batbelt 
enhance this control . Th^ Ra?b*g allows him 
lo pick an object up and move it about: As 
well as this Batman can push objects 
around, jump on ihem and oven pick up 
and pump in the same move. 

Once he's got the equipment he has the 
necessary skills to get the seven car parts 
Sometimes you'}! find that hard to believe 
though because the puzzles and screens 
are so wickedly devious and full of surpr 
ises. Extra help and powers are given 
along the way though in the form of Batpills 
that give Batman super speed, invulnera 
bUity or super jumping power, each for 4 
short period of rune. These look like little 
Batmen and are very handy in certain 
difficult section s. 

Movement between rooms can be 
achieved in several ways: through doors, 
lust by walking off the edge of the visible 
floor, by going off the top of the screen and 
by falling through the floor. When in a 
room other things may move Batty around r 
conveyor belts, moving blocks, lifts, slsp 
pery floors, disappearing blocks and help- 
ful droids. Which does what and where has 
to be discovered by trial and error: just 
expect the unexpected and the mosr 
difficult. 

Nearly aU the rooms have a purpose co 
them as an obstacle to be overcome, a skill 
lo be learnt or an object Co be picked up. 
There is a massive varieTy of rooms which 
will keep you puzzling and the wall, carpet 
and scenery designs are extremely impre- 
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0f*Ctf BaJmcm hoi the boot*, 
thigtior and b*H hti control if 
<cm!dftfcibiy *nharv«d. fh* 
fhrutt*r gE*#i film tome 
horizontal driFt to thai hn tan 
acluatty niono#uvr« En (he afr ai 
he fa lit. White hVi doing tWi 
Mi capo filH out with air, 01 oil 
good tar bon-falnforctd 
parochuto &a I cloak* ihould do - 



The low grd 
give* evan mofo GOftfroi lint* It 
tlo*i down th« rata of dtttfnt, 
making Batman highly 
reipomWB to Inflight control* 
ThKi moam that wh*n taking oM 
from High perchm of dropping 
through floori he can drill 
Miurdy around looking lor 0 
good landing tp 






gam* and on* of iht hordttf *o q*i 10 



objects div 
need colour 



► Ov«jr ISO locations. 

* Beautifully designed screens with 
lots of variety- 

► Really wicked puzzles lo solve, 

*■ Plenty of joystick as well as mental 
action. 

► Lots of nice Couches and humoui. 
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&s lvc They can also be deadly though 
because all sorts of nasty monsters, spiked 
floors and killer objects will appear to 
make life difficult, 

Batman sum with eight lives but bonus 
lives can bo found and occasionally the 
game gives you an extra 'dog's life-' just 
when you thought it was finished, Another 
nice touch is the reincarnation stones that 
when picked, up will allow you to return to 
thai point after you have last all your lives 
and li y again. This only happens once for 
each stone bul it means games can be run 
together so thai the amount of exploring 
you can do is increased 



THIRD OPINION 

M)i much like the DC comic strip, but an 
d wtui tot hkc the TV series - thts game ts 
very wttty and totally absurd tt's also 
ingenious, wickedly difficult and 
graphically miraculous - it s got 
everything. Except Commissioner 
Cordon, that is. Oh. and then there's the 
batphon& t tnd the oaf shark -repellent, 

tadU, 

AW 



At first sight the gamp 
ordinary but as you start geti 
collect all four pieces of equij 
opens out into a challenge 




THING ON A SPRING 

Giirmlm Graphics, LB. 35 cbss, [12 35 tl i s k . joystick or h«ys 



Lovely title for a real cutey of a game thai 
features on* of the most Lovable computer 
characters yet. He's called Thing and as 
you might guess he gets about by bouncing 
everywhere on lua springy body. He's 
banting against the evil toy goblin in order 
to destroy his reign of power. 

To beat the goblin Thing has to collect 
nine pieces of jigsaw that will provide the 
key to victory, The nme pieces are spread 
across four levels of a toy factory, each 
level being composed of a number of 
screens and connecting tubes. Most of the 
rooms are in fact more than one screen 
long and as Thing makes his way along the 
screen scrolls smoothly wilh hint. This 
though is where the game's major fault 
occurs with the edge of the screen brea- 
king up badly during the scroll - 





SECOND OPINION 

Cutesy indeed. JfTp apparently vey easy. 
£j?rf t found it fiifffgult to get of? the Erst 
screen. Bui I wasn "f deterred - this is a 
very addictive game indeed, Shzme about 
the Sicker - 1 suspect it s something: to dc 
with frsmg-fiyback. Bui ymi can r i ha ve 
everything, can you? 

PC 



floors. However to get to all of the rooms 
and all the jigsaw pieces Thing will need to 
collect five other objects that wiE give him 
spedai powers. 

The rooms are full of platform game 
type obstacles and monsters that are 
Thing's major difficulties in his quest. The 
monsters all move in set pai terns around 
the screen but their speed and type varies 
every tune you enter a room. They can be 
avoided with good timing and judicious use 
□f Thing's jumping abilities These axe his 
most entertaining feature. When Thing Is 
hit by a. nasty it depletes his supply of oil. 
This is what stops his spring from rusting 
up. If he runs out the game ends but top ups 
can be grabbed from oilcans left lying 
around. 

When walking Thing just hops along 
but pressing fire will launch him somer- 
saulting through the air and bounce him off 
any obstacles he encounters. He can also 
build himself up for a vertical jump by 
compressing the spring and releasing it to 
rocket skywards. This is a great control 
mode and you'll have endless fun bouncing 
around. 

The five object that give Thing abil- 
ities are girt wrapped boxes and amongst 



Tho rooms are connected by tubes in 
which Thing can take a well-earned rest 
from the rughtmare tasks that face him. At 
the left hand end of the factory is a lift which 
Thing can use Eo get to tiny of the four 




their bestowed skills are the ability to use 
escalators and rocket buttons. These but- 
tons are great because when Thing treads 
on one he is shot up into the air till he hits 
an obstruction and then zips horizontally 
until he hits another obstruction and drops 
to the ground. 



THIRD OPINION 

If you like big, bright graphics* bizarre 
zontr&ls and all dungs cute, buy this 
game. Personally, 1 hare cute&esa in all its 
many forms - but the gameplay is so 
good lean just about put up with them, 

1W 



There are many other features thai may 
help or hinder inside rooms - trampolines, 
slides and disappearing blocks. All the 
monsters, objects and scenery are nicely 
drawn with plenty of colour and in teres sing 
design. That gives you plenty to see and do 
on moat screens. The sound is another nice 
feature of the game with a catchy beat that 
will have you Capping your foot throughout 
the game. 

Once you've started playing its very 
hard to stop because Thing has such nice 
control and his cute persona is what makes 
(he game special. The action U easy to gel 
into but pretty lough to solve so many 
happy hours will be spent with it, The only 
real drawback is with the graphics. The 
flicker on the scrolling isn't always very 
noticeable but may still prove offputting 
while the main character is also prone to 
some flicker hut lo a lesser extern Some 
gteal hm that will test your skill as well. 

EW 



GREEN SCREEN VIEW 

Perfectly clear - but the game loses a lot 
without colour. 

PC 
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► The cutest character ever, 
fr- Great character control. 

► Nicely designed screens that scroti 
smoothly. 
P- Easy to get into. 

Tough enough to keep you going for 
some while. 



B 



W 



P- Shame about the screen edge on 
scrolling and character flicker. 



On iupply 
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f Vl 








ft. \ 



ft /we dozens ofmisskms, become 
the greatest space pilot of all time ami win 
an Empire. Now Firebird, publishers of the VKs most 
exciting software, offer you the chance to become 
one of those exafted space-adventurers 
who risked all in die name ofconquesL 



Encl»*d *t***4 ctwM»*:i m#4i p*Ttf&« n FPU KHi S<3f r vmftf a* 

miliar r»f>*f ayxj p&f LflQti 

G*Di Pi AUNTIE «*l ■PWfPlHI F^FMS W| LUHaTDNHOU&C 



Awnlaote now k\ Fmebifd Gold for Spectrum 4BK and CommodM 64, 
and avin'abte soon for Ameirad Att £9 95 




Ihe ivtyilerfes of this 
n? am col cqiPTc 



Pushing can be quite important 
because when Isvar collides with a Static 
object it will give if some inertia so that, 
depending on its weight, it will slide away 
from him, Particularly light obects may skid 
away from him P perhaps to be lost under- 
neath a table or other surface, This means 
you have to be particularly careful in mov- 
ing things around and picking them up. 

As Isvar explores the castle he has to 
try to preserve his life farce, This counts 
down every time he bumps into one of the 
castle's defenders and ends the game if it 
reaches zero. Il can be replenished by 
finding the righ* objects and using them. 
Decanters. bread and chicken pieces can 



all increase the life force by 10 points but 
need to be used sparingly because they 
don't reappear. 

Isvar r s main weapon is a sword with 
which he can hack away at anything in from 
of him. This won't work on all the enemies 
in the castle, though, and even while he is 
attacking them his precious life force Will 
be going down. 

Solving the game will take a long while 
but there's plenty to explore and investi- 
gate along ihe way. The graphics are de- 
tailed but lacking a little in colour and 
variety. There isn't a great deal of anim- 
ation but there are some nice monsters and 
locations with plenty in. 

BW 




lite force rejoining 



Hi awemex ruonut r wimvw ^ame* ware 
Batman and Get Dexter, this would have 
seemed a truly excellent game. This 
month, it comes across as just very, very 
good indeed. Isvar is ait engaging fallow, 
even if he does heging to sound like a 
horse as he trundles around the castle 
Ther&*$ a good variety of opppon&nts and 
puzzles, £0 yon won "t be disappointed if 
you like a good 3D arcade adventure. 

PCj 



Isvar appears in an open courtyard 
where you get first sight of the scenery that 
appears in most of the game. The stone 
walls rise very high in the background with 
a patterned Door which varies in different 
locations. Sometimes il is stone, wooden or 
patterned with an appropriate walking 
sound for fhe different surfaces™ Large 
wooden doors and other sorts of opening 
connect between locations and walking off 
the edge of a screen may also reveal 
another section. 



THIRD OPINION 

An arcade adventure with the emphasis 
definitely cm the adventure side, this 
game does not suffer just front the 
comparison with the other glittering 
releases this month - it also suffers from 
being a Spectrum conversion- The sad 
fact is. the colour loot* hke 3ft 
afterthought. The puzzling is where the 
real interest lies, however^ and this is just 
superb. 

AW 



In some areas there are many objects 
and pieces of hirniture Lying around. Some 
of these can be picked up and used, others 
moved about to gel at things. Isvar can 
carry mp to Eve objects, although heavy 
objects like a barrel can only be carried on 
their own or with something light. There is 
fairly free use of objects allowing you to 
carry fr.em between rooms, stack them up p 
jump an them and push them about. 
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> Detailed and atmospheric can tie 
graphics. 

^ Good object manipulation. 

* Testing punlm gin the game 

depth. 

Good combination of fighting and 
brain work, 



A D 



NEWS 



^ Itack of colour and variety make a It 
look a Utile drab. 



GREEN SCREEN VIEW 

Not bad at ail - you can se& your way 
around without difficulty* 



GRAPMCS 



GRAB FACT OH 
STAVING power 



At RATING 



63% 

S3*.; 
61 * 



Monster munch 



The various monsters in the 
castle hovo different 
Characteristics and can be dealt 
with In different ways. 
GUARDS: these patrol In 
pattenn until hvar comet too 
dose, when they attack him. 
They con be klled with his 
5 word, leaving a helmet which 
oho hprrra life force when 
bumped into. 

TROLLS: mew can alio be dealt 
with mlng the tword and con 
be slopped from reappearing if 
you drop the right object on 
their grave. 

WRAITHS? very ho cordons to 
liver's health since o tword is 
no use against Ihem, Something 
else will make them disappear 
though. 

SPHERES; these deplete large 
chunks of life force — avoid 
tfi e m . 

PLANTS: nasty things that strike 
ot you - ovoid them ot oil costs 
because they are deadly. 
WHIRLWINDS: destroy objects 
left lying around which can be 
used to your advantage, Druir 
life (ore* Oi well. 



FA CUP FOOTBALL 

Virgin, f 7.55 cass, keys only 



The end of the league season Is fast appro- 
aching and cup fever builds m the run up to 
Wembley. If your team hasn't made it all 
the way you've got another chance to steer 
them tq success yourself in this strategy 
game simulating the real thing, 

Up to eight players can take part and 
each one controls 10 teams in their battle 
for glory. You can choose from all 92 
league clubs and 32 non-league clubs or 
even add a team of your own. Once all 
players have been chosen you can opt to 
stan from the first or third rounds with the 
draw being made very slowly, presumably 
to build up the tension for each team. 



SECOND OPINION 

This is Olie /or the really dedicated micro-! 
football fa/?. It's long-mndGd and far from, 
spociacutiti ■ and doesn't really 0ve you 
the feeling that ihe imimaw* have got a 
ohancQ. It JTffiy be realistic, but surely we 
want to teal that Jiochdale might m&ke it 
to the FA cup Fmal? 

PC I 



Pl tactic has to be chosen for each team 
from a selection of three. These are simply 
defensive, balanced and attacking options 
that determine the general performance of 
the learn For the first throe rounds that first 
decision determines how the learn plays for 
the whole 90 minules but m later rounds 
you get to make more changes. You can 
watch the scores change as the minutes tick 
away {not r&a) time) or speed through for 
ihe final scores. 

If a tie is drawn a replay lakes place 
with the home and away teams reversed. 
The only other option is for Ihe away team 
to have a newsflash that may help or harm 
the team's morale Some of these new- 
sflashes are serious h others ate downright 
ridiculous but wlU make you laugh. Once 
all Ihe replays are out of the way the draw 
for the next round is made at Ihe usual 
snail's pace. 



THIRD OPINION 

V&ry, very hormg. OT, /"m not a soccer 
fan, but if I mr* thi$ would probably put 
me off. 

AW I 



In the fourth round there is a break at 
half time In Which you can change the 
team's playing lactic in the light of the first 
half score to iry to swing the result your 
way. By the sixth round this is expanded 
Still further for tactic changes in the middle 
of both halves, the last of which includes the 
option to bring on a substitute to revive 
flagging fortunes. 

Even if your teams get knocked out the 
game will carry on to the final where a 
small picture of Wembley appears, accom- 
panied by a rendition of "Land of hope and 
glory". The match is played with one line 
reports on significant action until the cup 



winner is declared. If your favourite team 
gets knocked out though you can reset the 
game at any time and go through it all 
again. 

In the later rounds you are also given 
multiple choice questions to answer to de- 
termine your managerial skill. If you get 
them right (you aren't told if you have) it 
will slightly improve the team 4 s chance of 
success. After a few times the same old 
questions pop up though and you won't be 
any the wiser as to which is definitely the 
right answer. 

Realism is the whole problem with the 
game - it's too realistic. The big first divi- 
sion clubs always get the furthest with an 
underdog only very occasionally getting a 
look in. What everybody really wants is to 
take a lowly team all the way through 
playing skill and not be burdened with real 
life form which spoils all the fun. This isn't 
possible because there isn't enough for the 
player to do or control. 

BW 



THE OFFICIAL 





E W S 



► Realistic simulation. 

Fun watching your own. team 
progress. 



> Bfot enough strategy decisions. 
Draw is very slow, 

> Too realistic, the underdog has 
virtually no chance. 



GREEN SCREEN VIEW 
Fine if you ratify want to pJay the gamo 



■■■W v*v.,*. - • 



GRAPHICS 


2i% 


-;--:-v 


SO NIC S 


21% 




mm FACTOR 


•53% 




STATING PGWfR 


|36% 




A A RATING 
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MOON CRESTA 

lnc*OTtiirf< £7,35 caw, f 12 95 disk iqvMick ft 
keys 





This is a conversion of a now ancient 
arcade game that inhabited pubs and lei- 
sure centres in the days of Space Invaders 
and CaJaxians. Incentive obviously have a 
penchant for nostalgia but I'm sure many 
other people will enjoy what is a good old 
fashioned blast demanding great reactions 
and no brain work. 

There are nine basic waves in the 
game with a possible two intermediate 
stages, all of which repeat at a faster rate if 
you get through (hem once. The spaceship 
you control comes in three stages which 
form your throe lives. The first stage has a 
single laser turret, the other two are larger 
and have two lasers. These are single shot, 
though, so that you can't get alien- 
murdering rapid lire. 



The first two waves are circular objects 
that move down the screen sn a figure-of- 
eight pattern. When shot they produce a 
half circle which follows a similar move- 
ment pattern. Waves three and four are a 
particularly nasty breed of insect that make 
life very tough indeed at ihe start of the 
wave,. 



SECOND OPINION 

Yes, / enjoyed this as far as it went. A good 
blast is very therapeutic in the middle of a 
/rare? day. It won r t ask much of y out brain 
cells, but theat can be considered an 
advantage. 

PC J 



Al the end of the fourth wave a bonus 
section apears, if you have two sections 
remaining, where they have to be docked 



Wnlch \hor.c aliens 
fcHur - no p 



THE LAST V8 

MftSUrtfOrMC Added Dimension, 12 f9 cass. 
joystick or kftys 



Nothing to do with doodlebugs or secret 
weapons but a souped up car that along 
with its ftcientift! owner has *umved a 
global holocaust in an underground bun- 
ker. The car now has radiation shielding, a 
telomodorn link to base and a top «paed of 
200 kph. YouVe ventured Out otuo the 
surface of the plane! but arte threatened by 
a delayed attack nuclear warhead. 

What ail that means id that you've got to . 
get your car back to the safety of the 
bunker before the bomb blows or the car s 
radiation shield decays. The journey to the 
base is broken up into two stages, one put 
In the open countryside and the other on 
the inner city road system. The first stage 
has to he completed within a time limit 
which you won't find easy to beat. 

The car begins on a tarmacced road in 
the middle of some picturesquely green 
scenery. The way behind it is blocked and 
the route you have to take is obvious. The 
gar accelerates In the direction that it is 
moved and it will take a while to get a hang 
of this control because of the inertia arid 
skilful utoering required. 



blind turnings thai you'U soon learn to 
avoid. 



SECOND OPINION 

As a steer-eiu-up this is pretty good, but 
ihars ^11 the games is - a matter of keeping 
your car on the road. It requires a iotot 
skill and jj: duces large amounts of 
frustration you go back to iho start each 
time you crash. 

PC 



The car has to be kept on the wad or 
just clipping the grass verge but any aort of 
contact with trees, buddings, hedges or 
fences will crash it and send you back So 
die start. The initial route is fairly straight 
and can be negotiated at top speed but you 
soon enter some twisting, turning road that 
forces the car to slow down or crash The 
route is fairly obvious with only a couple of 



THIRD OPINION 

Great - as Ar as it goes. Unfortunately, it 
lacks the depth and variety needed to give 
it real staymg power A near miss 

AW I 



The second stage is in the maze tike 
environment of the city where the problem 
ia one of finding the base a* well as avoid- 
mg radiation damage Thia is where the 
shield and ctetance-to-base gauges comem 
handy, allowing you to home in on the base 
and to know how dose you are to death. All 
the turns in the city are at right angles and 
the thing to watch for are radiation areas 
that you want to pass through as quickly as 
possible. 




. .- ■ way ll : *r 
under groufrd koto 
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together* This will earn you a bourn based 
on how fafil you managed il and increase 
the firepower on subsequent waved. If all 
three sections remain you can dock them- 
ioCjethci at a later slage lo form the whole 
ship. After completing the nine waves this 
is broken up again leaving you to battle 
through in [he same manner. 



THIRD OPINION 

Bright, colourful and challenging at first. 
Bur the excitement soon polls, leaving you 
wtth just another old-fashioned shoct-em- 
UP- 



Waves five and six are aliens who 
whizz about ihc semen appearing Intermitt- 
ently for you to blast at. Wave seven has to 
be anticipated because two large fireballs 
come hammering diagonally into the mid- 




dle of the screen catching thti unprepared 
in a deadly sandwich. Waves oight and 
nine are equally devious with aliens who 
appear to dodge harmlessly about at the 
top of the screen but suddenly diva straight 
clown the screen hoping to Impale a luck- 
less player. 

The graphics are merely done with a 
superb title screen, although the collision 
detection does leave a 3 ml e To be desired. 
Sound is minimal but then wha! do you 
expect from an arcade conversion except 
ia peoww-peoww~peoww M and the odd 
ditty? The mosi annoying features are the 
interludes that slow the whole game down 
and (he fact that you can't reset it quickly to 
start again, A nice nostalgic blast but prob- 
ably won't interest you for too long, 

BW 




The inirument panel a* the bottom of 
the screen ss beautifully drawn to show the 
dashboard of the car. It shows speed , fuel* 
time left, turbo, rpm. shield and distance 10 
bare. Mosi of these aren't needed at all until 
the second stage 

Both stages feature smooth raulfi- 
directiona! scrolling and although this dis- 
play is only half the screen it has some 
excellent detail on it, Tha control and tune 
limit may stem unduly harsh a? first but 
they'll act as quite an incentive to get 
further and better, A nice package that just 
lacks a little depth. 

BW 



GREEN SCREEN VIEW 

Pretty muddy - v&ry hard to see youJt 
vehicle. But it s still pin vabte 



0 



* Excellently detailed screen display, 

* Smooth molti directional scrolling. 
► Great music throo ghoul the game, 
P Difficult to complete. 



a 



* May be too tough to control. 
► Lacks depth and can become 

repttrjTe. 



CREEK SCREEN VIEW 

/: 's pretty murky without the colours, and 
pf&try hard to make cur your ship. 



PC 



* Colourful, fast moving graphics 
^ A very lough shoot cm -up in wfucfr 
the alien patterns arenl easily beaten. 

One of the best Left, right and tire 
fines around needing good reactions. 



S 



► Very unoriginal and ageing game 
idea, 

► Infuriating pauses in the action. 

► Probably wen 1 ! hold your interest for 
long. 



GRAPHICS 



50NICS 



GRAB MCIOR 



STAVING POWER 



A A RATING 
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THE WAV OF THE TIGER 

Gremlin Grrt|i3m:v. J"9 95 r.^x, rlish. joystick ai keys 



fhi* another in the long line of combat 
gamea where two opponents beat *ach 
other lei^^. The difference with Utia 
ofte It that not only can you your hands 
and f«et but there are actions where you 
fight with poles and & words as well. The 
action ib a quest by & Nmja warrior against 
evtt in which he will have to overcome 
jrowwivo odd*. 

The three different lypes ol combat 
load in three sections and these can be 
tackled in practice form or strung together 
to make th& whole game. The unarmed 
combat is the tint of them and feature* the 
moat unpramve action- It 1 * net pa a scrol- 
ling backdrop of mountains with two other 
isrwJependentiy scrolling areas in the fore- 
ground This technique has been called 
'bigeminal M scrolling and it creates an 
Elite res teg perspective effect as the Niaija 
move* around. 

SECOND OPINION 

This is the kind of game that grabs you 
immediately bat doe$ui have the power 
to keep its grip. Excellent graphics and 
animation, the only 'trigeminal* strolling 
I've ever seen, md some nasty-looking 
opponents don't quite compensate for the 
slightly repetitive g&meplay. 

PC 



The display yjili also move up and 
down as the cflrryjaiants leap up and dtfwr,. 
maiing she display a very attractive one 
indeed. The animation is also pretty spec- 
ial, every fighting move smoothly made. 
The kicks and punches slam home with 
satisfying effect as the opponent 1 * head 
reeis back* he doubles up or col] pases to 
the floor. The aim is of course to destroy 
ypur opponent completely. 

There are two dials that indicate en- 
durance and inner force for each fighter 
Endurance fails quictty with each blow 
received and as it talis n aiao gradually 
reduces the inner Jbrce. When this peaches 
zero the character, will keel over or simply 
break up into thin air. A* soon as one of 
your opponents is vanquished though ano- 
ther more fearsome one materialises to 
chaitonge. 



THIRD OPINION 

As one stage of * gam®, the combat 
would really be very good, As the entire 
game, if jaaf doesn't have the lasting 
interest, 

AW! 



Early opponents, such as the daggex- 
wieldmg goblin and the fellow Ninja« don't 
have much inner force and are easily 
beaten Bui later opponents like the rhino- 
headed, armoured boast and the giant troll 
are much tougher. The troll is an enormous 
beest who makflts (he whole screen shake 
as he walks and packs * punch like Frank 
Bruno, 

When paying the whole game success 



against all the unarmed combat opponents 
wil) prompt the game to xaod the pole 
fighting This lakes place On a single screen 
but which is also well done. The tights take 
place on a log over a river and victory 
plunges the enemy into the water. There 
arert t so many battles here but it does 
feature a superbly animated skeleton. 

Completing the pole fighting takes you 
onto the final challenge, the sword righting. 
This is against yet another detailed back- 
ground but has moving people and carts 
behind you and a bird who flies beautifully 
across screen. Here the fighting gem really 
tough though and defeating aU the adver- 
saries to complete the game will not be 
easy, 

The scrolling.: background graphics 
and animation are superb but where the 
game falls down slightly is on the game- 
play, ft ts joat combat action, which has 
been done before, and most opponents cask 
be defeated by merely repeating a pajrtt* 
cular manoeuvre. There we about 10 ac- 
tions possible but these don't change in 
essence in the three sections* so that there 
isn't a great deal of variety in the action, 

m 



Ylj 




a 



► Trigeminal scroUing Is tevely to 
watch. 

I* Graphics and animation are 

excellent 

s* Opponents an* varied and tough 



► G&mepLav Is repetitive even with 
dirtftront wmpoD«. 

> Loading sections fa time consuming. 



GRAPHICS 



SONICS 



-uRAB FACTOR 



STAY W 6 POWER 
A A RATING 




GREEK SCREEN VIEW 

Looks quite good in mono - bat then [hi 
foreground was only two colour anyway. 




M had moving 




f 
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THE COLLECTION - 



The PSS WAHGAMEF1S SEfiltS h*s 
been created In €cymt»rio etefWrtSOfa 
stf atogy game Mcq dfto$s with the added 
Gxcrtemenl ul a graphic arcade game 
Thr y arp for fhe otay* who wants a 
senous bu simulating game t eqipfing 
botn mar uardeticfiiy and menial aphiy 
T rih- Nngic I*? vri of Phfl twines is played 
Off .1 nfLip syslonn wfiiKt 1h* lartital tan 
be played in an optional arcade slylp with 
you Nudity hnng guns anct mlSSita. 

THEATRE EUROPE -STRATEGY 
GAME OF THE YE AR 19&5 - CRASH/ 
ZZAP'AUTIY 




MIDAS - Thf>Mid^se**solrole playing 
rea* «pr-e graphic adventures a*e lotaHy 
etpancadfe Not only do you have 
Sturmina 3D yty aramajed graphics, 
real lime inaefaciiw conflict and con- 
versation sequences, but you can 
ifansler youf ptayet dwatiet rto 
drtter^nl scenaros W lie Ufclas range 
A scries y e*pans*on modules are also 
p'arned lo add new flppiwerrs teJG^i 
scenarios ar<j dtferenl queste !o 
mc<e»se iruMnrlely ihe paying i 1e of 
each game witten with MIDAS 




Tneatre Europe portrays the netf war in 
Europe CorwnandeiChef NATOor t» 
WARSAW PACT forces and control a* 
yountWnudear and ctomcal units 
Optional arcade sequences pu! you 
actudly in lhe hot SUvelgamn 
where L ewel 1 is ror beginner * (ihe 
comptrter opponent will not use the 
Nuclear option] Lrjvfll 2 1* a "'rational' 
g^rw 'oihwirwi "hp accepted strategy 
<rf NATO and fa WARSAW PACT In 
level 3 the oompuiftr plays a highly 
unprecfKJabfie gamo wher ?inyihing 
can happen 

-IMF 4 TMOSPHERE GENERA TED 

by this excellent mm B 

INCREDIBLE - VIRTUALLY 
UNRIVALLED BY ANYTHING ELSE 
AVAILABLE 12HP & JUNE 15 - 
HOLD Mf DAL AWARD 

■ HE A D AND SHOUL DERS ABOVE 
ALLOTHER WARGAMES- A ROWER 
FULLESS&rCCUlM W 

MTTLEOFBHTAM 



A 3 level gamo wtf h yr>u m con W ot 
fighler command during Ihf? r .Limmnr o J 
ISMO Optional arcade sequences 
mctafe dying a SpWf « m ae* W combat 
.iftrt finnep an an* arttati gtjn jn ground ro 
ai tjgjrumg 




i T MAKES YOU THINK MORE THAN 
MOST GAMES - AA RAW - 
A MS TRAD ACTION FEB m 



ft 



3% 



GdJWf CONCEPT Of WE YEAR f.W 
GHASBOTAP &4AMTfX 

CRASH SMASH* - JAM 66 



A C At ( S avail soon) £9.95 S A (C avail soon) 



E9J5 



BATTLE FOR MIDWAY 



Yni: nrr m command o- ttie US Pac^c 
fleets 6 months after the? attack by Ihe 
Japanese un Pearl H.irbDir h is n3 level 
game depicting 3 dtferenr Japanese 
slralogies 





WARGAMES SERIES 



THE STRATEGIC WARGAWES 
SERIES has been des^rerj with t^e 
w^qame 'puhsr in mind. Trie yamea 
,ir,- i:i ."r m^p ^ys^m. ^re 
; i b i M!d ^nri use symbolic nepr^senl - 
afton of l*e unite PlayaNlily is Ihe key 
note in |he series wlh 5 levels of ditfhcuttv 
Suvlatte -Or begifine* and pypc?rt afekc 

FAL KU>WDS« 

*A CLASSICS JtAMPtf OF HOW 
WARGAMES SHOULD BE 
PRESENTED" CfiU USER JAN « 
FALHLANDS 1? WILL CHALLENGE 
A m WARGAMERS FOR MONTHS" 
COMPUTER GAMER JAN 86 AS 



SC (A avail soon) 



E7.9S 



"ONE Of THE MOS TPLA YABLE 
WARGAMES EVER COMPUTER 
GAMER DEC 

CO AND BUY Or- AMTTC DEC IS 
SUPERB* '--ZZAPMXMAS U 



"COMME rVDfO - STRATEGY GAVE 
OF THE YEAR t984-Ct VG 
OWOF THE MOST AMBmOitS 
WARGAMES EV£R RELEASED* 
ZZAP64 DEC m 



JWQJiMA- rVEW RELEA SE 

■n the dosing slages of WWII, the US 
Marines Icughl rher cfistliesl and 
roughest Saftie o< the entire war - 1t)e 
cspturir^oflheislandoflWOJIMA Yoo 
command fchose lorces whilst <tie 
cornptiref cortlrels the Japanese. 



SWORDS A SORC E RY - represents the 
VsleJom^lfj ofshr?MiriK f ange. As wrth 
all role play ir^ ^dvorrrures. trie Rtm otih^ 
game rs to develop y cur character - yob 
rrtgni wanl lot»come an expert swor rJs- 
pnsri, ot perftaps a cunning thief - <tll 
Ihmgs are poss4M&wih Swords & 
Sorcery There are also quests wrihift 
quests tor Ihoso who want lo tniow 
Ihsm - some aie qsveo, others musi be 
lound - $ome are losi causes - tie 

CHOHMlSyOWS* 

Aflhough possiWy Ijhe mosl compiex 
program yet aflemptec on a home 
micro, the conrfols are s*mpicrty tfsei ? 
Jysi si* fceys- win ccntrof your progress 
ar-xjnd IN? dungeon and opcralp th? 
mr-n-j sysi^m J or al ; your other DDmmands. 

"SWORDS iSOtittRY 
REPRESENTS THE MOST 

soPHisncA tedotd rrPE game 

YET SEEN ON A HOME MICRO* 
COMPUTER GAMER - GAME OF THE 
MOUTH - DEC 83 





MACADAM BUMPER 

Ptnbal Weafds ml love this game. 
Ptayinjg the la We ptovidM wi piwde 
hojrsolfun, but wilh Uacadarn Bmnper 
yov can design vwr own layout - torn 
posAwning ihppef s and bumpers n^t 
clown to adjusting (he Ti sensibviy. 
The pos$ibil*ries are endless* 

-mSiSTHE PWBALL GAME IN 
EXCELSIST RAVE OF THE MOHTH - 
YOUR SPECTRUM NOV 6$ 

"AN EXCELLENT PACKAGE" -W7%^ 
CRASH SEPT &5 



A C (S avail soon) 



C9.9& AC S M 



£9,95 C(S avail soon) 



£7.95 A S (C avail soon) 





SPECTPIW 

cm 64 

ATARI 

MSX 




PSS PRODUCTS ARE AVAILABLE FROM SELECTED BRANCHES OF WH SMITR JOHN MENZIES, BOOTS AND ALL GOOD DEALERS 



CREDIT CARD ORDERS PHONE 0203 667556. 




GET DEXTER 
(Crafton and Xunh) 

PSS/Ere Informatique, £9,95 cass, £14,95 disk* joystick or keys 



The French have arrived with a product so 
classy that many English software homccjs 
will have fo ait up and take not*. It's 
attractive, addictive, difficult, funny and 
with a host of special features that wiU stun 
and amaze you. It 'a an arcade adventure 
that will test your skilis to the limit as you 
control an android in his search for Ihe 
codes thai will allow access to the computer 
controlling the galaxy. 

Dexter the android, has to get the 
computer in order to save his colony, X.UL 
3. from an impending war on earth which 
would destroy both the computer and the 
colony. To get it he has to obtain a code 
composed of eight sections, each section 
being held by a professor . You have to find 
the professors, who are all in different 
rooms, and find how to extract the coda 
from them, 

L 

The French Connection 

A.\ lair it's happened — a 
European Master game. 
Amstrads [Schneider*! ore the 
most popular eomputeri in 
France and Germany and wffh 
men a demand if was inevirebfe 
that they start producing high 
quality software. We're now 
starring to tee the first of thai 
and it could jirtt be fhe itort of 
o crai* channel avalanche of 
titie*. 

The U S invasion hos of fen 
been seen ci a threai to me 
British software industry but with 
the trafffe going mostly the 
other woy with me Egropeon 
market rt means we will tend to 
get juit the cream or the crop. 
The industry should only benefit 
from thot Influx and the 
gamesptayers will certainly 
enjoy these new products. 



The action takes place in 3D rooms that 
are so packed with colour and action that 
you 11 wonder what an the fuss over 
Ultimate's Filmation technique on Knight 
Lore was for, The game is written using 
mode 0 h which to you and me means up to 
16 colours on screen at once. Normally this 
would mean blocky graphics but* ai in 
Sorcery, so much work has been put in to 
them that they arc detailed as we LI a* 
colourful. 

Dexter is well animated and, more 
important, quite speedy around the rooms. 
He make* his way between them via door- 



ways and corridors. These are sometimes 
blocked by sliding doors which have to be 
opened using colour-coded key cards. 
Some doorways are located high on the 
wall and so movement is restricted both by 
the need for keya and (he ability to actually 
reach doors. 

By far the greatest hazards, though, are 
the various robotic and human occupants of 
the complex who will do their beat to get in 
your way and drain Dexter's energy. The 
robot guards come in many different guises 
but are all drawn m shiny chrome and 
delightfully animated as they scuttle around 
the place. These can be killed using spec- 
ific objects, diEerent weapons dealing with 
particular types of robot* 

The humans Dexter encounters come 
m three shapes - ihe professors, manic 
blonde lab assistants and the vicious, 
green'mohicanned punk who first ap^ 
pea red on the Macadam Bumper loading 
screen The lab assistant and punk will 
chase Dexter and drain his 
energy but they 



can be beaten off by giving them Ihe right 
object. The professor is a different chal- 
lenge altogether. 



SECOND OPINION 

Was Ihere a clause in the Channel Tunnel 
agreement about us raking their software? 
If so. we got a good deal. This game is 
magnifique. There s so much to it that it 
wit/ provide a long-term challenge for 
anyone, even people who Ve been 
practising on British arc&dB-*dv€tntur&g 
for the past two years. 

PC 



He won't chase you but will still drain 
energy when you touch hirtL The rooms 
lhey appear in are always well guarded so 
that shortly after entering them an alarm 
goes off and homing robots swarm in after 
you. With all that going on all you have to 
work out is how to get the code out of him. 

That precious commodity, 
energy, can be 
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Tine punfc it totmfll »n 
doihg you plenty of 
damage 




Com you 
carry obftfH 



Robot gwrd 



Special Features 

One of rhe rhings that really 
mQnes The gome sped of f» the 
attention to detail, Lots of little 
foudw ore thrown In which are 
a delighr ro discover 01 you 
explore your surrounding*. Just 
when you think ybu've teefi 
everything it will throw another 
little surprise, 

Tellfng you about them 
would 5 pott the Fun, but to whet 
your appetite here are a 
couple of examples When you 
manage ro destroy a cerotln 
type of robol it wilt explode 
with a large ipfosh, leaving o 
pool on The floor on which 
Dexier will skid and *tide on Ihe 
sect of hit pants. There li also 
a room where when you fry to 
walk towards the doors a metal 
gate hammers down In front of 
you. You can get out - but 
you'll have to buy the game to 
find out how. 



replenished at "holophonic cabins" which 
should prove a very upliiung experience 

In nearly aU rooms There are objects 
and pieces ol furniture that can be pushed, 
pulled, picked up. dropped, stacked. 
Jumped on and generally messed about In 
or dei to gel to vital objects &nd door a. This 
is a real fun element since ygu have im- 
mense freedom ae to whai to do with things 
- you can try anything* anywheze* anytime. 
Floor pads can be interesting as these can 
oporate doors, release guards or spin De- 
xter about losing him energy. There are 
lifts as well if you know how to uoo them, 

Dexter 1 * constant companion through- 
out all of thin is Scooter, a podocephalus 
consisting of a foot* a head and a pogoing 
movement pattern. He bounces merrily 
about the screen doing nothing helpful and 
generally just getting in the way of 
everyone. However if you whistle him he'll 
come [o heel and you can use him to jump 
on to reach things in the absence of furni- 
ture, He will also warn you of slippery 
flour 3 by bouncing about them on his head. 
Apart bom anything else though - he 1 * 
cuto. 

This really is a superb piece of work. It 
has marvellous graphics and animation, 
good title music and free music on the tape 
B side* fast action, great puzzles, cartoon 



GREEN SCREEN VIEW 

Important aspects of the game are colour- 
ceded, and the shades aren r aJJ loo easy 
ro tell apart, Mors importantly, you miss 
the bright miagmativG use of colour, It's 
snn amazingly good, though, 

AW 



Colouiful and detailed screens and 
Animation, 

Lots of puzzling tasks to figure out. 

Many object* and furniture to move 
and use. 

Plenty of humour in Instructions and 
game* 

Special features that surprise and 
delight. 

The only podocephalus in existence. 



rind some - we couldn't. 




A A RATING 
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TOMAHAWK 

Digital Integration, t9-"35 rass. £14,95 £#5£i joystkk with keys or keys 



This 13 the first ever helicopter simulation 
on tile Amstrad and comes from the people 
who brought you one of the oldest and yet 
Still most respected flight simulators, Figh- 
ter Pilar. It's based on the US Apache 
helicopter, hence the appearance of Red 
Indian axes in the name of the game It's in a 
similar vein to Strike Forces Hairier with, just 
as much action' and even better graphics. 

The game takes place on a WOkWO 
mile scale map split up into 200 sectors in 
which one of four types of mission, can be 
taken on. The first is a simple training 
mission in which you can familiarize your- 
self with the flight controls without too much 
enemy harassment. The other three are 
tough combat set ups where skilled flying 
and fighting are called fox. 



Your view is through the front of the 
Apache with an instrument panel at the 
base of the screen giving ail the necessary 
flight and weapons information. Take of! 
and flight are relatively easy to achieve^ all 
you have to do is turn the throttle up mil 
and change the angle of the rotor blades, 
using the "collective", to give you lift 
Pushing forward on the stick will then give 
you forward flight as you dip the nose of 
the chopper. Practice will enable yon to 
control the vertical speed and hover. 

Slowing down and landing are a differ- 
ent matter though - helicopters don't have 
brakes. Weaving to cause air resistance 
should do the job but practice as ever 
teaches you the iricfes. There isn't too much 
more to the flying - it's mainly a matter of 



SECOND OPINION 
If you want to simulate Sight - and engage 
in b&rtie at the same time - you need look 
no further. This game has just about 
everything yon could want except goggles. 
Graphically it's excellent t while the options 
provide lavish amounts of Jong- term 
inlcrcn*. 

FCJ 



Engtoe Informs skn * 



being aware of your height, speed and 
vertical steed. 

Once in the air and flying around you 
can start to admire the scenery, It's differ- 
ent every time you play the game so you 
can't map out the features but the same 
ones are always mere A13 the features are 
drawn with vector graphics and although 
this means they lose some solidity ihey 
move very smoothly around screen and not 
as jerkily as the "sprites 1 ' in Strike Force 
Hairier. There are groups of mountain? and 
tree* which can be flown through or 
crashed into if you're not carefcL Buildings 
also appear which again can be inspected 
very closely and collided with by th& 
unwary. 

The other major features are of course 



4 f 



to 



1* 



Three missions 

Ecth of the three mission* Is 
tough, with your chopper 
providing support to the ground 
forces Without yo^jr efforts the 
ground lorce* wffl o I ways low - 
you have to swing, the balance of 
the bottle. 

Half and hoik the map is split 
down th* middle and you hove to 



puih the opposing forces back off 
the edge of the map. 
Total occupation*, the whole mop 
except for one squore is enemy 
occupied io you have lo fry to 
retake the er*a. 

Broken advance*, a pondom tine of 
conflict between the force* 
ettablkhed acrow the map and 
you hove to push the enemy back 

to their edge. 
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the forces. These cordis! mostiy or finks 
and field guns on the ground and a a ingle 
helicopter Quit chases you in the air. All 
three can inflict damage on the chopper, 
knocking it out of the sky eventual)?. They 
can be destroyed using your three weapon 
systems r User guided missiles (fare and 
forget), rockets and cannon fire, although 
cannon fir<j doesn't work on tanks. Points 
are awarded for the type of target de- 
stroyed and the weapon system used (more 
points for using cannon). 

There are plenty of options far altering 
the game including night flying, a cloud 
layer in which you fly blind, croBswinds 
and turbulence, four skill levels and a 
green screen option. The instrument dis^ 
play is packed with good stuff tike radar, 
target identification, engine readouts and 
weapon status but it can be easily used at a 
glance, 

There are four base* in each sector 
which can be landed at for repair and re- 
equipping but to start with you'll be happy 
flying around and shooting things. Packed 
with so many good things this is a more 
than worthy succesor to Fighter Pilot and 
will provide ytiu with plenty of action. 

BW 



W 



THIRD OPINION 

Simulators certatnly ha ve come on a long 
w&y since Fighle r Pilo* The days are gone 
when you could have either a realistic 
simulator or a worthwhile game, but not 
both. This game quite definitely is both. 

aw 



fr- Not Tory original in the Jetstream of 
Strike Force Harrier, 



W S 



Superb graphics combining solid 
colour and voctoi-. 



r 






GREEN SCREEN VIEW 

There 's a green screen option. What more 
could you i Htfrf? 

PC 



Great (lying controls - sot too tough 
bu t not too easy, 

► Nice mixture of simulator and 
comabt. 

¥■ Four different missions. 

► Even better than Strike For<e& Marries 
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KAISER 

AoofjttufT. f 7 95 cnss,, joy s rink or UnyK 



If any of you out there suffer from the 
arrange desire to become the German 
Kaiser, then - to use an old computer- 
game-review clich6 - this is the game for 
you. Even if you don't you wish to achieve 
Kaiser status, you may find something to 
intrigue you if you have an interest in 
strategy games. 

Kaiser if a game for 2-S player* in 
which the aim is to manage land, taxes* 
armies etc. in order to win lebensrsum and 
domination of the other princelings with 
similarly grandiose ideas. The game starts 
in the year 1200, so both economies and 
armies are fairly primitive - corn and 
cavalry seem to be the main (actors. 

After players have been assigned suit- 
ably Teutonic areas to rule the first screen 
of the turn displays details of weather* 
grain prices and stocks r the population's 
food requirements, your land and cash 
assets. Bearing in mmd that you are obliged 
by treaty to furnish the peasants with a 
minimum of gram - and possibly more than 
that to keep the wretches alive - you will 
need to either buy or sell to get the right 



stocks. Naturally , buying and selling at the 
right time are essential. As the instructions 
make clear, you mvai Speculate io 
accumulate \ 



SECOND OPINION 

/ can r t say 1 &njoy®<t ihi# rety mueA - If 
.reminded mo far too much of old Dictator 
games I played cn a ZXSL It may Jaavg 
some enjoyment &s a multi player 
strategy gmie but even then it will take a 
lot of enthusiasm from the players parts to 
get much enjoyment Much too old a 
game to have much appeal. 

BW 



If you haven I distributed enough grain, 
you'll find on the next screen - Statistic* - 
that rather more people are dying in your 
lands than are being bom. This is obviously 
very bad for business. 

As you will see when you move on to 
the Budget Day screen. Here you can alter 
the three rates of taxation on offer. You 
have to hnd the rsghT balance? ro maximize 
revenue. Listening to Nigel Lawson for a 
few rips on incentives to wealth-creation 




tohi of fatten ^rciin 

could be useful. 

At this point you can also alter the 
'jurisdiction' rating, shown on screen by 
the scales of justice. You can choose from 
merciful, fair, hard and severe. U you 
choose the first the cunning population will 
probably cheat your exchequer out of loot, 
thinking they won't be punished even if 
they're caught. Go for severity and you'll 
lose money as the peasants Dee your 
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BRIDGE PLAYER 3 

CP Software, £12 95 cass, £15.95 disk 



U yo« want to play bridge* you've got a 
alight problem - how are you going to find 
three other people to play with? A com- 
puter bridge program could be the axurwer 
- a program that bid* and plays three 
hands, and doe* the scoring into the bar- 
gain. Bridge programs life none too com- 
mon ^ good onda are distinctly rare, Prior 
to the release of Bridge Player 3 Arnold 
owners turn* had to tue Kama's Bridge, a 
rtfter weak** effort, or do without. 



[fa not juat a question of low demand 
Bridge programs are very difficult to write 
compared to computer board games. They 
take a lot of time, and consume Large 
arnouats- of memory. Bridge PUy&i 3 
weighs in at around the 40ft mark , making it 
ihe lutti sort o! ai» a* Cyrus ffor Colossus 
Ghtoss - both of them strong chess players 
by human standards. Bridge Player 3 is 
much weaker - you certainly do no! have to 
be a strong player to hold your own against 
it 





Of course, bridge is a very different 
proposition from chess. For a start, there is 
a steeable element of chance in the game. 
You can bias the spread oi honours in your 
favour if you wont to be declarer, but there 
ix no way to bias it against you if you want 
to practice your defensive play - an odd 
omission. 

SECOND OPINION 

Bridge is a game thafs play&d m pairs in 
which ytfif /r«tve to kick your partner's 
shins to cheat. Iff played by retired army 
officers, ancient vicars and Egyptian Sim 
stars. Am yen wilt imltse* I'm so ignorant 
that there's nothing useful I can say about 
this prog. 

PC 



Hie real area of difference - and dif- 
ficulty - is bidding. Tier* you have lo rely 
on your computerised partner to behave 
sensibly*, and this can be truly nerve- 
wracking, Bridge bidding is a complex 
Msinw even with * human partner and 
thorough understanding of your partner's 
bidding system is essential. The document* 
ation is rather light here iho program 
use* the ftool system, but if yW don't know 
what that is you won t find much help in the 
manual. II is in tact a fairly natural and 
sensible system, but the program does 
apply it with tremendous skill. It seems to 
make game bids on scant information, or 
even against the evidence it has. As for 
slams, CP claim that it will recognise, but 
not initiate, Blackwood - in practice it jumps 
to slam so rapidly you will probably not 
have time. 
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heavy-handed 'justice \ 

You can now spend money - if you've 
got any. On your way to Kaiser hood you'll 
need to expand your principality . building 
houses, palaces and cathedrals Bui you 
can't build a cathedral, for example, until 
you've grabbed at least 23,000 acres. You'll 
also need huge cash reserves to back up 
your expansion. 

THIRD OPINION 

Quite tun if you Ve n&ver played one of 
these grAin-for-the-poasanis efforts before. 
Not quire so much fan if you r re paying for 
it - or if you 've played any garno written 
in the test five years. 

AW j 



Well, there's always war, isn't [here? 
Your army is puny to begin with, but if you 
acquire enough cash you can recruit 
cavalry, artillery and infantry either from 
the local population or in the form of mar* 
ccnaries. You'll need to Take them on 
manoeuvres, and this will cost money 

The problem with armies is that you 
need a minimum size before the program 



will allow you to go out and wage war - 
unless you're a financial wizard it could 
take some time. Once you've started, 
though, treaties can be made and battles 
fought. The more players, the merrier the 
war. 

Kaiser has enler laming elements but b 
marred by the poor graphics and unclear 
type used for the display. And at least two 
people will be needed to play it. Fur- 
thermore, it shows signs of a hasty transl- 
ation fromn the German original] one Of 
your tajces is the sE range 'added value tax', 
while you are also (able to 'recrutie' sol- 
diers and get "gqadrons" of cavalry. Kmser 
may appeal to strategy fans, but it's un- 
likely io make manyj£ on verts. 

PC 
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These sorts of drawbacks are common- 
place in computer bridge, and should not 
be allowed to obscure the program's 
snength in card play, As declarer you 11 
find East and West worthy opponents, 
while in defence North is : a useful ally. 
Strong players won't have much' to worry; 
about but novices should Gad (he program 
very helpful as practice. 

Another area where BPS cornea up 
trumps is on playing options. As well as 
biasing the deed you can set the bidding 
system's no-trump jo weak, strong or vari- 
able' - though the manual doesn't explain 
this ias* seeing property - or dispense with 
the biddmg entirely Mid simply state the 
contract you want. During- the play of cards 
you can peep al the 'other players* hands „ 
examine those tricks already played or 
restart the hand altogether. You can also 
abandon the hand without acore T or Claim 
the rest of the tricks, 



There are a few options - stepping: 
back through the play r or conceding the 
rest of the tncks - which should be avail- 
able and aren't, but these are hardly seri- 
ous omissions, A must tor all the bridge 
playing Arnold users out there, 

AW 



¥■ Good range of Options. 

* Strong cud play, 

► No need f#t three other players, 



B A D 
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THIRD OPINION 

A bridge program loses much of the fun 
of the real thing because you don r have 
an unpredictable human to react to, This 
one won m t suit beginners either unless 
they get additional information on 
bidding, which I needed particularly 
when the computer started making weird 
bids. Not bad for those who know the 
game tut otherwise too expensive and 
too complicated. 

BW 



^ Poor documentation, 

► Bidding can be erratic . 

* Ho good If Y*n don't pUy bridge. 

*- A trill* on the expensive side? 



fr- Up to nine players can take part 

The scenario's different 
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► Weak graphics and sound 

► Heeds at least 2 players 

► Some rough translation 

► Essentially, *n old-fashioned fame 
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PANZADROME 



Though billed as a game of senseless de- 
struction, iUiizadrGniv has S io: more to da 
with senseless frustration. The 
■panzadrome" itself is an island teeming 
with robot tanks, strewn with landmines 
and bristling with gun turrets, all of them 
hostile. Now r all you have to do is destroy 
it. All of it. The whole island. 

Your vehicle is displayed in detail at 
the stan of each game, first as its main 
components - chassis, wheels and SOnuu 
gun - and secondly as a whole, This then 
drives off the side of the screen, and you 
switch to the overhead view in which the 



SECOND OPINION 

Initially quite intriguing , but it rapidly 
psUed. The graphics are too abstract to 
be very pleasurable and the gameplay 
soon becomes confusing and frustrating. 



PC 



on an area of island complete with build- 
ings, roads, and a stretch of beach. There's 
also your vehicle - small, blue and nothing 
like the pre-game diagram - said the 
enemy, in the form of prowling robot tanks. 
You have to blast your way through the 
opposition, in search of factories to equip 
your vehicle with more exciting weaponry. 

The opposition come in three main 
types . The easiest are the standard tanks 
whose guna, like your 80mm, need a clear 
line of fire and several hits to kill anything. 
More deadly are the mortar tanks, which 
can lob their bombs Over uiierverung 
buildings to hit you. Worsi of all, but thank- 
fully stationary, are the "mega- turrets", 
These bombard you mortar-fashion, and 
can only be destroyed by repeated shots at 
point blank range. 

All of these will deplete your armour 1 
and Once that is destroyed will start to 
damage your vehicle's systems. Mines, on 
the other hand, will cause systems damage 
immediately. They are triggered by your 
driving over them r and in lighi spots can be 
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hard to avoid. Worse still, they axe visible 
only on the separate nuns-scanner display. 
The only way Bo clear them is to re-equip 
with mine-proof caterpillar tracks - and for 
lhai„ you have to find the appropriate 
factory. 



apparently fixed at 0%. Is frustration really 
all you want in a game? 

AW 



THIRD OPINION 

The graphics are the moss disappointing 
thing. Alter all that build up with hi-r&s 
fank pictures you get a garish bimch of 
blouky colour. The gamsplay I found 
distinctly frustrating because you can gel 
trapped so easily and one mistake may 
blow you away and you' tt have to start all 
over again. Needs a fair amount of 
improvement in my bo&k, 

BW 



This would add up to a straightforward 
mine-dodging shoot- 'envup, but for one 
problem - craters. Every time you destroy 
an enemy tank, every time a mortar tank or 
mega-turret scores a near mis*, you are left 
with a crater. These craters are permanent, 
and seriously obstructive- You cannot drive 
or Eire shells over them. If a narrow pas- 
sage has only one crater, it becomes impa- 
ssable., ^discriminate fire Oan easily leave 
you blocked in and forced to abort the 
game, bo great care is needed. The solution 
is once again to re-equip, flda time with a 
''polyciefe 11 module. Polycrete is a type of 
quick-setting cement ideally suited for till- 
ing in craters, as luck would have it Of 
course, the problem is finding the factory. 




Fight io th* 

The graphics on all of this are colour- 
ful. but extremely unrealistic - the tanks in 
particular are small and very un-tanklike. 
The sound it very weak, the only useful 
effect being the blip-blip noise made by 
incoming mortar bombs. The gameplay, 
then, has to carry the game - and in the 
early stages it looks quite promising, 
Tliere's an enormous amount of frustration 
involved at first, boxing yourself in with 
your own shell-craters or getting wrecked 
by sitting in a turret's firing line, Once 
you're equipped properly, though, moat of 
this ceases to apply. The later game is quite 
dull, and not really worth the effort of 
getting that far. The Panzadrome isn't that 
large either - there are 64 screens, but 
many of those serve no particular purpose. 
What you really need is some sort of 
reward Cor your effort and patience. What 
you g^t is more of the same, and a score 



GOOD 



NEWS 



fr- Plenty of tough opposition to blast 
through. 

t- New equipment varies the 
gameplay. 



A D 



NEWS 



Very frustrating, 
P- Poor graphic!, 

► Lengthy, irrelevant start sequences. 



GREEN SCREEN VIEW 

Vary hard to tell whmi is what And what's 
going 

PC 




INDOOR SOCCER 

OTegnificent Seven, f 4 35 diss joystick or keys 



Having hung up their cowboy boots and six 
guns the Magnificent Seven have turned to 
software and come up with a couple of 
sporting simulations. This vorsson of five a 
side football is very renuniscent of Ocean's 
Match Day but doesn't live up to it in many 
ways, 

The action lakes place on a large left- 
right scrolling pitch with five players on 
either team, one of whom acts as a goal- 
keeper. You can play against another 
player or the computer, which has three 
sldll levels. The game takes place over two 
five minuie halves, the teams changing 
ends ai half time, 



SECOND OPINION 

Gruesome scrolling almost prevented 
from playing ttuhs, but 1 persevered And 
almost enjoyed it At the end of the day, 
though, David, it's not a very skilful 
game. 

PQl 



If you are in possession; you control the 
player with the baih who can be moved 
around the pitch and kick the ball. When 
the other team arc in possession the com- 
puter picks a player for you to control and 
go after the ball. To get possesion you run 



into the player or lackte him by prc;-ssir.g 
fire, which may make him fall over. 

The edge of the pitch ts blocked by 
boards which the ball bounces off and you 
can t get it in the air. When the goal is 
threatened the keeper can be moved up 
and down to block the ball, bouncing h out 



THIRD OPINION 

Gameplay is pretty poor, and the 
graphics are diabolical. And why do the 
crowd all support Rangers? 

AW I 



for any player to col loci it. Against the 
computer she gameplay is rather simple, 
although it is a lough opponent on the 
second and third levels. The graphics and 
sound are very ordinary with a very funny 
looking crowd- Certainly not much to shout 
about here, 

BW 




Tin lie* m o parroi 
Obajl ihlf oft* B'icn 



GMEEN SCREEN VIEW 

Nothing to complain about here, Nothing 
to get excited about, either. 

AW 
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* Tough computer opponent. 
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Match Day is better, 

► ferity scroll ing- 

► Repetitive gameplay. 



GRAPHICS 



SQNICS 

GRAB FACTOR 



STAYING PDWEfl 



A A RATING 



^l%f: 
B34fi 

bi ■ 



64 MAY 1986 AMSTRAD ACTION jui um ffft ^ P ny 




wduise, iFihey Re ffc 




r "Qutstanding. stunningly different..- fantastic 
soundtrack.... game-player will rave over it." Zzap64 
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The game doesn't have a lot to dp with the 
group bui identifies well wJlh then image. 
There are all sorts of weird ate merits pro 
viding plenty of variety to the action but 
nothing controversial - except foi the now 
ageing recording of 1 Relax 4 " on lhc B aide 
of the tape, 

The game begins in Mundanesville 
where your undetailed and badly animated 
chntacieE e*ui wander through ttrc&ts of 
boring terraced houses. These aire shown 



at Fra, 

but this game almost convinced me. It's < 
very noat concept and the goal of 
bottoming a r&aj person is ono which wL 
appvji to many of us who worry ah 
our identities. The graphics are pre 
nsff but don t rmtty detract ma mu 



in a sort of 3D view but it has very little 
depth on the screen. Each house contains 
two or three rooms with some mundane 
furniture, making every house look nearly 
the same and instiiiLng you with a feeling of 
suburban boredom. Having fulled you info 
a sense of security and general disinterest 
the game starts to spring its surprises. 

By searching the rooms and furniture 
objects can be discovered, up to eight of 
which can be carried at once. Those may 



not have any immediately apparent use but 
as more o! the game is discovered the need 
for Oak jackets, pleasure piiis and wedding 
tings will become clear. They can be used 
In any location but will disappear even if 
you use them where they axe of no real use. 
Having become fanuhar with the sur- 
roundings you can atari to work towards 
the main aim of the game, which is - in 
an then lie eighties style - to become a com- 
plete person. To do this you have to score 

99,000 pleasure points and get four bar 
charts to their highest point This will allow 
you to enter the heart of the Pleasure Dome 
where,, well, you'll have to find out for 
yourselves, The four charts are labelled 
with a symbol and are boosted by complet- 
ing particular tasks within the game. When 
they reach the top they cause a Jeter to 
appear, the four of which spoil the word 
BAKC 

Some tasks can be completed in Mun- 
danesvill* but most of them take place on 
single screens of a surreal nature. The 
screens can be accessed by going Quo ugh 
particular doors or by fending other loc- 
ations where they can be directly earned* 
They appear as windows in the screen and 
walking into them will lake you to thai 
location. This window technique is one of 
the best aspects of the game and is * novel 
feature. 

Each screen is a simple arcade typo 
game which may consist of a challenge of 
skill, reflexes or puzzling. To win, the 
player will have to complete all of them 
Another way of getting between these 
screens is through the corridors of power, 
a labyrinth in which it is easy to get lost 




One other major feature of the game is 
a murder mystery in Mund&nesville which 
you have to solve, You hav^ to find the 
killer by finding 23 pieces of information 
that will lead to the killer s identity. When 
you think you know who it is you can 
accuse the suspect back at the scene of the 
crime. Get it wrong, though, and you wOJ 
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OMSDAY BL 

FSS Ere toiarmattque. tS 95 cass. £14.95 disk, joystick Qr la 




Although not as awe-inspiring as the other 
French game reviewed this month it con- 
tains many original and entertaining fea- 
tures that should make it a success as well. 
It's set in a prison Where the last survivor - 
so he thinks - of the human race is im- 
prisoned by robots. He is trying to escape 
and his efforts are redoubled by the sound 
of a woman's voice, 



SECOND OPINION 

A shame this game irasn 'r released in 
1984, when it's foreboding Atmosphere 
would have fitted in well with the 
publicity surrounding 1 the year of the 
bock. The grim cell-blocks and the 
robotic gaolers are fitting symbols of what 
some fear the future has in store for us. 

The game lias plenty to keep you 
occupied and - if my experience lis 
anything to go by - you won t fmd it easy. 
But it's originality should merit your 
attention, 

PC 



piece. How you get out is quickly solved by 
your main weapon in the game - your right 
foot. This can be used to gradually batter 



(he door down as the unhappy looking 
pri&oner rather humourously lashes out 
with his size I3's. 



The prisoner starts in a cell furnished 
only with a bed. The door is locked and the 
only other thing in the room is a one Franc 
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return to the start of the game, 

The graphic* are generally a little dis- 
appointing, particularly ihe main character* 
but this is made up tor by the pleasant 
rendtrjon of "Two Tribes 1 ' throughout the 
game and the very addictive garncplay. At 
more and more elements a I the game arc 
discovered it a very difficult lo stop trying 
to be a real person and you could find 
yourself playing Tor many hours at a time 

1W 



Many different elements and arcade 
sequence*, 

& lot of depth to the game with mv 
discoveries all the time. 

Many objects and puzzles. 

Good mix of arcade games and 
puzzling. 

Nice Two Tribes music. 



ee.ns 



The Terminal Room: You ton 
access computer terminal* and a 
disk drive to enter other rooms. 
Sea cf Hofosz Six. oscillating 
holes which owe more to 
Sergeant Pepper than Frankle. 
Cybernetic Breokovh A version 
gf the computer classic but 
there 1 * an! y one thing Jo his-. 
Raid o*vr Mersey fide; Protect 
Merseyilde from attack in a 



ihoot-em-trp. 

The 277 Room: A quick blast 
followed by some tough 
puzzlmg. 

laiking heads-. Two flogs battle 
out o war of cttrltForu 
Shading Cattery. Take per 
ihob ol wortd leaders against 
a tough Kmc limit, 
Wor Room: Shoot symbols to 
access other screens. 



Graphics axe disappointing - 
particularly the main character. 

Yon may hare difficulty grasping 
one or two of the concepts involved- 
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THIRD OPINION 

Gloomy to look at, at first, and nof too 
great on the g-ajnepla-y side either - until 
you break out of the cell block* that is. It*s 
tough to get mto t all right - but what with 
Sdllei robots* toittfymg wine and the 
seediest looking hero ever, it $ well worth 
the efforts 

AW 



At the start of Ihe game you will also 
have had lo allocate the prisoner's three 
energies. These are strength, bravery and 
fitness, each of which will be of use in 
different ways. Strength is used up by 
kicking down doors but can be, replaced by 
eating. The only problem is finding some- 



thing to get your gnashers into because at 
first sight this prison ts decidedly bare. 

Fitness is also a crucial energy because 
running out of that will end the game. It is 
used up by the passage of time, moving 
around and through encounters with robot 
guards. The passage ol time is a very 
important element since it affects many 
elements in the game . most importantly the 
robots. In cell blocks a robot will come out 
at night while m othor areas they appear 
during the day. Merely being in their view 
will damage your fitness and loll you very 
rapidly, 

Robots can be destroyed if you have 
enough bravery. This allows you to go 
eyeball to eyeball with them, like two 
boxers weighing each other up. If you've 
got enough bravery you'll outlast the robot. 
Fitness and bravery can also be replen- 
ished by wine and coffee respectively but 
finding them is again the problem. 

There are several different areas in the 
game ranging from the stark open cell 
blocks to dingy underground rooms and 
bright, pleasant quarters. Finding these can 
be extremely difficult and calls for a lot of 
exploration, efficient use of your limited 
resources and some luck. Replenishing 
your energies may not be easy either as 
you may need to buy supplies with limited 
cash 



There are touches of humour to lighten 
your depressing situation chough. When 
you walk into the wall the character recoils 
with a yell and when he does die he 
collapses into a heap in a funny little 
graphic routine. His walking and kicking 
actions are also nicely done and the cell 
blocks manage to conjure up an oppressive 
atmosphere of (ear. The game also features 
some nice music on the title and end 
screens which should have you bopping 
along. 

Although the game may take a while to 
gel uito each new discovery will keep you 
interested and keen for more- There has 
obviously been plenty of original thought 
put into the game and the creation of a 
good atmosphere helps things along as 
well, May not suit all tastes but will certainly 
bo a lough one to crack. 

EW 
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that's very grim indeed 
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ALL THESE 
BLOCKBUSTERS 
TOGETHER ON ONE 

GIANT 
COMPILATION 

SPECTRUM £9.95 
AMSTRAD£9.95 

COMMODORE M £9.9 

DISC £14.95 
I COMMODORE and AMSTRAD) 

Stocked at Selected Brashes o<; 
WHSnrth. Boots. Jol m Meruaes 
*MonKGrtenk Lsekys. and Rumbekaws 



6 CENTRAL STREET. MANCHESTER HI SNS 



^ Atrno spheric graphics and action. 

► Good features like kicking and death 
routine, 

P- Goad music on title screen. 

Tough game task calling for last arid 
efficient action. 

► Time element odds extra dimension 
to the acTion- 



There can be a lot of waiting around, 
^ Takes some time to get into 
properly. 
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Ocean, C 8 95 CJSS. ichyslick or keys 



Nothing 10 do with roaming desert peoples, 
but a Nemetu Organisation Mobile Attack 
Droid that is on a mission 10 destroy one 
Cyrus T Gross in the heart of his hearoly 
fortified city To do that it ha* to buttle part 
many different levels and type* of defence 
that win make life extremely tough for even 
the bed playeiv- 

The city it cctmpowd of many screens, 
nearly all of which have some sort or 
deadly obstacle in them. They are fiick 
scieens mostly connected by corridors giv- 
ing you only one possible exit to continue 
your search, At some points you will have a 
choice though so that exploration will be 
needed to find the easiest and quickest 
route. 



switch to allow you to move.- on, 

trie Erst obstacle you encounter in 
Gross's armoury is a circular unit which 
randomly spits out fire in any direction. 
Like all the other defences i$d& can be 
blasted away with Nomad's twin lasers 
leaving a nasty explosion mark on the 
screen. The next weapon Is the one most 
commonly encountered in the early stages, 
a cannoiL 

Cannons are set into the wall and blast 
out shells at regular intervals that travel in & 
straight line. Both cannon and shells can be 
destroyed but one touch from a shell will 
ond a Nomad life. Later obstacles get even 
more deadly and won't wad tot you to 



SECOND OPINION 

Nothing spectacular here - its essentially 
jtlst a colourful shoot-em-Up r As such it 
delivers the goods. But 'are they the 
goods thai we warn very much these 
days? 

PC 



The Nomad itself is difficult to control at 
Em a* ii has some awkward movement 
characteristics. It can be moved forward or 
ievei»ed but rotates left and right to point 
in the desired direction. This makes rapid 
turning difficult to achieve. The other thing 
to be mastered is the inertia which afflicts 
the machine and will need practice to 
control so that you don't end up charging 
into things. 



HffiD OPINION 

The inertia is infuriating* and the random 
deaths axe frustrating. These can be 
overcome, though, with a httle 
perseverance - what really docs the 
game in is the feeble firepower you're 
got. the dreadful sound and the ridiculous 
explosions. IS s a budget game wnihoui the 
cheapness 

AW 



The other thing thai will restrict 
Nomad's movement but not kill him are the 
gateways that crop up. These are opened 
and closed by switches (hat Nomad can 
activate. Unfortunately these aren't on the 
seme screen so that trial and error is 
needed to find the correct position for a 



D 



* Very tough to work yora wey 
through the whole thing, 

*- Nice features like Hie gravity and 
inertia. 

* Rewarding as you progress to a new 

section. 



8 



W 



*■ Sortie sections rely a let on luck 

through random factors. 

* Control can be annoyingly hard. 




wr cut* JHffe 



come to (hem. There are bouncing, smiting 
faces thai happily blow you up and square 
blocks that fire homing missiles which 
rapidly zoom towards you, 

Another feature that will cauk pro 
folems are the magnetrons. The** are 
strong magnets set in the walls which at- 
tract the Nomad in a particular direction. 
This acts like gravity so that me Nomad will 
fell down a screen, often into plenty of 
trouble that is consequently extremely hard 
to deal with. 

The graphics are very colourful but 
chunky loo so that Nomad has trouble 
getting round some comers. Once you've 
got a hang of (he control the gameplay can 
be quite addictive as you try to battle 
through to new screens If* basically a 
Simple game shif will take some mastering. 

BW 



GREEN SCREEN VIEW 

A bit easier on the eyes in mono, if 
anything, Removing alt those red/green 
combinations m a distinct improvement 

AW 
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COLOSSUS CHESS 4.0 

CDS, f9 95 cuKK.i'i:! Ub disk 



Computer chess is not everyone's idea of 
excitement. You might well wonder why 
anyone would bother waitmg hocus for 
Arnold to male* an indifferent move and a 
lot of chess programs in the post ottered 
just that. Not 90 Cbioww - on the default 
average move time of tan seconds, he cam 
giro you some red trouble, V you want a 
fast, fieadiah adversary* then look no 

Pint impressions aren't all good, jit 
must be admitted, Cyrus S his set a stan- 
dard ior display and «am of use that Sow 
will equal, and Coiossttt definitely suffer* 
here, if a perfectly passible to play Cyrus 
without any documentation at ail, but you'll 
nr*ed the manual for Colossus - ami the 
layout may give you some problems find- 

SECOND OPINION 

J had a prefy ^g/osj/fi^, if embar&ssing, 
couple of hours with Colossus. To put it 
bluntfy, it thrashed m&. Although the 
display is nowhere near as attractive as 
Cyrus's it does play a stronger gam*. 
And /or the more accomplished player 
(hit is surely the mam thing. Weaker 
players mil still find Cyrus a handful and 
may be more tempted by the pretty 
display. 



ing ihe information you need. On the 
graphic; side Colossus clearly trie* to 
match Cyrus? with its 3D board- view option, 
but the perspective is very poor and the 
p tecee can be hard to diflerentiate, 

Onoe you get past those point? to the 
game itseU. Colossus shews where its real 
strength lies - ami strength is definitely the 
Word, It can give a tough gam*- even with a 
very short move brae - once it starts 
averaging minutes rather than aoconds per 
move, it can ba nothing short of terrifying. 
CDS claim that it beat Cyrus 10-5 and 1 1-5 
on comparable speed settings, and a trial in 
the AA office seemed to bear [his out - an 
impressive middle game performance pro- 
duced a win ior Gotossus, but poor end 
game play saw the game stretch to nearly 
swrjy move*. The end game is always an 
area of wealcne^s for chees programs, and 
Gokxs&us is stronger than moat. What did 
come as a surprise was it* indifferent open- 
ing performance, given that it? openings 
book boasts 3000 moves to Cyrus r s \ 900. 

The first thing you'll want to do, unless 
you're a sfroag-t&h player youiaelf,, Is ro 
reduce the tevei Colossus plays Here 
you Mud a real plus point - Dexibihty. 
Rather than choosing from pre set levels of 
play t ; you. set the average move time in 
minuses and seconds. Ibis could prove 
extremely useful if you're trying to im- 
prove your game, and need to increase the 
strength of opposition gradually, 

The range of option* it vrkte, including 
tournament, btitt and problem mode*, tt 
has more or leas ali Sie features you wouid 
- ininite, equality, backward step - 




9 h 




and some you wouldn't. Mow many che» 
programs give you the option, for example, 
of playing ' blindfolded' ? The disc Wisfem 



TKIHD OFINION 

ft may not look as good ss Cyrus tut the 
levels and gameplay are far more 
adaptable to an individual's skill. I'm an 
instinct play&r and can t bear analysing 
positions for long* This means Colossus 
will play as fist as 1 do and match my 
skill i.e. J still lose alt the time, 

BW 



Soi aa pretty as Cyrus. 
P Cttmb#n™t at first 
* Mean I 



also has a large selection of classic com- 
puter v, human and computer v. computer 
games to play through* for those of you who 
are really interested. 

AW 



GOOD MEW 

* Ptay* m v*ry strong game. 
► TvMr adjustable, 

* Good analysis display, 



G&EEN SCREEN VIEW 

Ton can s#t th& colours how you like, but 
the defaults are JSrte anyway. 

JLW 
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RAM BO 

Ocean, C8.35 cass i joy slick or kop 



The film grossed massive amounts at the 
box office and doubtless Ocean are hoping 
if mil do the same sort of business on 
computers. What ihe game lacks though it 
the iort of nationalism and gore that made 
the film so contjruveisidl. Their omission 
leaves the game as just another blast-em- 

Out all-American* cornmie-bashing. 
rr.izscle-brained hero 3$ On a mission to 
Vietnam to find American prisoners;- He 
disobeys orders and tries to rescue them, 
which is of course where yon come in. 
Rambo begins his mission to the South of 
the POW camp in a jungle positively 
swanriirtg with Vie! Cong and has to com- 
plete five stages m order eg rescue the 
POW*. 

Lruually he is armed with a knife, bow 
and arrows and explosive arrows bat along 
the way three other weapon systems can be 
picked up - machine gun. grenades and 
rockei launcher. These are bc-sE used in 
different situations; the noiseless ones parti- 
cularly because they don't attract so many 
of the enemy to your location. 

The enemy will shoot at Rambo where- 
ver he is so thai you are under constant 
pressure to keep on the move When hit his 
energy is decreased and if ii reaches zero 
the game is over. The enemy can be killed 
tn two ways: either with the weapons you 
carry or by just rimning into them. 

As Rambo moves around the screen 
scrolls in the direction he is heading- Con- 
trolling the movement itself is the hard 
thing because it is difficult to get diagonals 
and our bandoliered hero can easily get 
stuck behind vegetation. This can prove 



John ftambfi blastf 
pautag V.f.rc-.Tvr-.r 



knife. 

Once the prisoners are on the chopper 
the score will have taken a hefty jump and 
all you have to do is battle an enemy 
gunship. This appears on screen and laun- 
ches rockets at the chopper, which have to 
be repbed to with your own rockets. Hits 
will again reduce the energy rapidly. This 
is replenished at each stage but a couple of 



SECOND OWmON 

It seems to me that Ocean have missed 
the boar here. The film was released 
aeons ago and J wonder how many 
people still have Rambo on their minus. 
Well, it wouldrt Y matter too much if the 
game were superb, but it's not. The 
comparison has to be be made with 
WDWll and I'm afraid Rambo loses out. 



PC 



missakes on any section will probably re- 
sult in your downfall. 

Games are completed very mnekiy 
and you'll only get further through per- 
severance and a lot of trial and error The 
scrolling graphics are reasonable but the 
music and control are irritating, control in 



THIRD OPINION 

Muddy graphics^ awful control and off-key 
music make this Ocean s moat over-hyped 
game yet AH it has going for it is 
frustration - and that's just not good 
enough. KW 




particular causing a lot of frustration. It's in 
a similar vein ro WTio Dares Wins Q but 
loses out because it has Less variety, less 
control and less to do. 

BW 



GOOD 



E Vtf 8 



frustrating since a static Rambo will take a 
Lot of hits, rapidly decreasing his energy. 

Once inside the POW camp a single 
prisoner has to be rescued using the knife 
to cut him free. You ihen have lo go North 
out of the camp to a clear area where a 
helicoptor is waiting to psck yon up. Rambo 
then has to By back to the camp to rescue 
the rest of (he prisoners. This is easier said 
than done since they are quite hard to find 
and again have to be released using the 



Large scrolling playing area. 
> Nice graphics for jungle and camp. 
¥■ Completing the game la a tough 
arcade challenge, 



B 



W 



► Control Is frustrating* 

► Not much variety or depth to the 

action. 

► Not as good as Who Bases Wins II, 



G&Xfltf SCHHEW VIEW 

Marginally Jes$ cftlotirlul fit mono. 
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TOURNAMENT 
SNOOKER 

NldgmMcEiiu Spygii, £4.95 cass, pays-tick m buys 



You won't find Alex Higgins or Steve Davis 
popping tip on this game but you will find 
plenty of very classy mocker action thai 
may get you away from the TV and onto the 
computer. Although there have been 
mocker garnet before this one has plenty 
to reccommend It If you're still looking for 
some green baire action. 

The table is shown from an overhead 
view with the reds ai the right hand aide of 
the screen and the "D" at the left. The 
display is done in four colours (mode L for 
those in the know) which means the colours 
have to be represented by a band-coding 
system. This just means you'll need to 
check carefully before playing a shot on a 
colour. 



SECOND OPINION 

It does reem bizarre that you can t play 
against the computer. After all, / thought 
one of the setting points of computers waaj 
that you could dispense with Otfier 
humans altogether That problem *sidc r 
this certainly the best snooker/pool game 
I've seen on the Amstrad - smooth and 
mahsric 

PCI 



The game has to be played by two 
players but there is also a practice mode on 
which you Can learn the stalls and cheat a 
lin Jo too. This allows you to move balls 
around at will, restore positions and set up 
a situation. If practice doesn't give you an 
idea of how good you can be then look at 
the demo mode where two extremely talen- 
ted players knock the balls in at a frighten- 
ingEy efficient pace. 

When you want to play a shot a cue will 
appear on the table that can be rotated 
through 360 degrees around the cue ball. 
Once it is facing in generally the right 
direction it can be finely adjusted with 
some very small angles that are essential 
for the accuracy involved m snooker. You 
aren't just left with your view Irom abovt-, 
though, which would make angles and 
shot* hard to judge. 



THIRD OPINION 

Tlie four-colour display is a hit odd, but 
the gameplay is excellent Controls are a 
tit funny - literally, I mean, you move the 
cue using- the £ Q* key. Is this someone's 
id&s ol a joke? 

AW I 



side put on it A dot can be moved around it 
to show where the cue v/iH hit (he bait at 
the base for backspin and so on. 

When a shot is set up you have to 
decide on the force to use. Pressing the 
shoot button once w til start the cue moving 
backwards and forwards while pressing it 
again will play the stroke. The gap in 
between the two presses determines the 
strength: if they're close together a hard 
shot is played but a longer gap will result in 
a softer stroke. 

The movement of the balls around the 
table s» very smooth and once you've got 
the hang of calculating the angles it 
becomes a simple matter to play the game. 
Real accuracy and large breaks are very 
tough to achieve, though, with the po- 
sitional play being as difficult as the real 
! thing, All the rules are implemented - foul 



shots and being able to ask a player to 
replay a shox after a foul. There's also a 
nice replay function allowing you to see the 
last shot 

Snooker tans really should have a look 
at this game because it is very well presen- 
ted and easy to use* but presents a chal- 
lenge akin to the real thing. As ever it isn't 
the best game for converting on to a com- 
puter but this is about the best that can be 
achieved, 

BW 



GREEN SCREEN VIEW 

The odd graphic approach makes this 
probably the only snooker game playable 
in monOr 

IW 




W S 



> Very smooth and fast bell 
: movement 

> Good cue positioning and aiming. 
Superb demo mode - like watching 

the world championships. 

> Mj* near the real thing as you can gel 
ond computer* 



A h& V5t«t* ond 



A large cue ball in the top left corner of 
the screen wiU appear overiayed on the 
ball that you are current^ aiming at, This 
allows you to determine where on the ball 
the cue ball will strike. This enlarged cue 
bal! ia also used to determine the spin or 



W 



*» Snooker isn't the greatest of 
computer games, 

► Two player* only - yoti can't play 
against the computer* 
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TAKE ATRIP 
NTOTHI 



PLEASUREGAME 






SOME ALREACY HAVE... 

BM»fl!ffif|CEl . . innovative mix of ideas and excellent graphics . . . 

Variety is certainly the key word in this highly unusual game 
which has surely gone far beyond what anyone ever expected. 

. . a beautiful program, an adventure of great imagination, with some 
superb programming techniques . . . 

It s nice to see a game that can match the quality and the style of the group. 

y - action and strategy - and there ate a number of slick touches that will keep you on your toes. 

SPECTRUM 48K 

Ocean Software Limited ^f^k ^Bk^Bi Ocean Software is available: fram: J^;,WHSM ITH . 
6 Central Street, Manchester M2 SNS BLHK 'jETZEi WOOLWOftTH LASlfrs Rurnbelow s j 

Telephone: 06 i-832 66} 3 Telex 669977 Oceans G ^ Spectn*n Shops and ail good software dealers. 



A cold coming 1 had of It Through mystic Avolon I 
struggled, where evil Morgana had laid a thick mitt cm 
the land to punish the people for their faith. Through 
Cheddar's gorge, that deep and fearful chasm* ( 
hurried, muttering the while an ancient incantation 
learned by The Pilgrim at his mother*! breast. 

And a powerful strong spell it proved to be — 
emerging unscathed from the Gorge I climbed the last 
hill. Morgana** mist had been lifted from the land, the 
sun burst through to warm my weary bones, the sea's 
sharp ozone cleared my fuddled brain of it's fear. 

There below me r high above the fabled town of 
Wesfon-super-Mar e r looking out from its hillside across 
the seas to Wales „ was the adventurers 1 Grail - 
Rocklease, home of the Lords of Adventure, the mighty 
Level 9... 



Level 9- It's a name that's almost synonomous with adventure. 
Especially for Amstrad owners - four out of the top 10 
adventure games in Amalrad Action's readers charts hail from 
the company . Titles like Dungeon Adventure, Snowball and Red 
Moon have won them a loyal following. Yet theirs are games 
that make few concessions to the keep-it-small-and-strnple-and- 
bung-m-ffOme-pretty-picnines schooi of adventuring. They be- 
lieve in a minimum of 300 locations per game, lota of tricky 
puzzles, and only recently lapsed from the purity of taxi-only to 
include graphics. 



Although they seem to have 
been around as long as some of 
the wizened wizards you're still 
likely to And skulking in the 
darker comers of adventures, 
Level 9 only became a fiill-tim« 
bread-winning company a 
couple of years ago. 

A* a hobbyist concern, 
though, the Level 9 name is first 
heard back m the misty beginn- 
ings of home computing - the 
early 80a It was then that Pete 
Austin produced his first adven- 
ture games - on a I6X Nascom, 
a machine he describes aa 
'rather like an antique Amstrad'. 

These first venture* into ad- 
venture progtamming had been 



Dungeons and Dragons and a 
member of the War Games 
Society. But, he says, I didn't 
think you could put this kind of 
thing in a computer very easily, 1 

After his first degree he 
took a Diploma in Computing, at 
which time he came across the 
original Adventure, the Daddy 
of them all, running on a main- 
frame 'We can do this on a 
micro \ he thought and did it. 
The Naseom version of (he 
game sold 300 copies through 
mail-order and Level 9 was up 
and running 

The next slop was an Ad- 
venture Writing System, a step 
undertaken by Mike Austin - at 




stimulated by Pete s twin inter- 
ests of computing and fantasy 
war games. At Cambridge, 
where he studied Psychology, 
he was a keen participane in 



thai time still a schoolboy. The 
first Level B system produced a 
airing of games for the Nascom 
- Colossal Adventure, Adven- 
ture Quest, Dung&on Adventure 




h which subsequemly found 
their my on to other formats. 
The lasl-mentioned, says Fete. 
*i* «t£tl my favourite fantasy-type 
adventure'. 

The next big step came with 
the micro boom* largely a result 
of the BBC's amral in L962, This 
entailed changing over from the 
Nascomt 280 processor to the 
6503 chip used in the BBC. It alto 
meant an increase in bujmess, 
since at ;he same tune distri- 
butors began to stock Level 9 s 
games and bring them to a 
wider public* 

By Urn 1963 Pete had 



started to work full-time for 
Level 9, while Mike was taking a 
year off before university to do 
(he same thing. Margaret, their 
sister, joined a year later to 
handle the marketing side and 
both the Austin parents sttil lend 
a hand in the business. 

New machines have always 
seen conversions of the Level 9 
range - if their memory was big 
enough The Amstrad com 
puters in particular have been 
very good for Level 9. Now 
they're even doing PCW8&56 
versions. 



dfver\y the writing style of the 
book*, Even so, Pete is slightly 
dissoHsfied: It could hove been 
much better* he soy*. A sequel is 
planned for fater rn the year and 



an angfe for a gome and 
dropped tfie option. 

He describes himself ai 
someone who's Very much 
a gain? » extremists' of oil political 




fAe Price of Magi k 

The eagerly-awaited sequel to Red Moon will make it's ap- 
pearance on the Amstrad towards the and of this summer. Your 
task is to rise from mere Sorcerer's Apprentice to Powerful 
Wizard. The game contains IS different ape Us, which can bo 
used - if you can find them - to take on opponents and command 
creatures. The game also features a much larger vocabulary 
than previous Level & releases - 1000 words. 




Adrian Mole 

The spotty 13 and three- 
quo rtervy ears-old is the sior of a 
game mo I lies o little outside the 
usual Level 9 range, Pete Austin 
wot commissioned to write the 
gome by Mosaic; who had ac- 



quired the rights to the book. 

Pete designed it as l a mufti* 
pie choice game 1 because 1 
didn't see how It could work «to 
normo] adventure.' It certainly 
worked as he wrote ft, not least 
because he was able to mimic so 



Sumlay Harch ££nd THIRD Iff LENT . 
BRITISH SUMMED TIME BEGINS ! 

Nonday liar oil 83rd. 

I. Adrian Mole, score 3£ percent, which 
wakes ne a najnbM -panby tKloko, 

Tuesday March 24th , 

Mednesdaij H*rcli 2 5 tit AMNUHCIATION 



will feature much more detitiorv 

motlng* 

Another, Similar, project that 
dSdn'r get off the ground was a 
gome based on the TV series res, 
Minister. Although Pete worked 
on it for a week, he couldn't find 



varitftii**. One day, he odds, he'd 
tike to do 'a game about d 
viable anarchist society where 
everyone Is good and co- 
operative and so on/ We'd like 
ro see it. 



d 



The Silicon Dream trS 

Level & n s early releases were in 
the mould of mystic castles, 
dark forests and slimy ores. But 
the appearance of Snowball 
marked the beginning of a tri- 
logy which broke away from the 
traditional and rather aia'e Dun- 
geons and £?ragonj-in£luenced 
games. 

As Pete Austin explains: 
'We wanted to do something 



logy 

s peers - 1 like the way the 
worlds ar^ designed', be &aya - 
include Larry Niven, David 
Erin, Sabre Hagen and Robert F. 
Jones. 

So Snowball, the first in the 
trilogy, takes place on a space- 
ship carrying two million hiber- 
nating colonist* to the invitingly 
fertile planet of Eden. It'a a 
game that has many features 




direatt, done. Exits are north* east, south 
ana vest. 

You are in & plastic casino* An exit 
£ e 53S J : 4 **»- v »u can see a one-ar«ed , 

oitisten, Welcome to the Fun-rilla* M 
«fi^o. All §«* one creel, jackpot 20 
Select your colour and pull 

^™ . 

9 colour LCD in your uri$t. The tine is 
3u £ ^nd you have IDO cr^s left, 
wiv^t now? ■ 
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different. There were a lot of 
sub-Hobbit adventures about, in 
which you went round slaying 
ores etc. I was afraid the public 
would gel (ed up.' 

What they came up with 
reflected the kind of fantasy /scd- 
& reading matter that fills Pete's 
bookshelves. Author* he re- 



Pete Austin is very fond of: 'It's 
(he only realistic star-ship that I 
know of 3? hag particle beam 
engines, which really might 
work. The passengers are nof 
frozen, but kept ju*t above free- 
zing point with their hearts ar- 
tificially stimulated/ 

Snowball was re Jttonly « but 



V 
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WH Y NOT COM E A WO PICK UP YOU R SO FTV4A R E P E R SO N A LLY 
MOM OUH OltCOUNT SHOP AT 3 STATION CRESCENT. 
WESTCOMBE PAR K r BLACXH EATH LONDON SE37ER RIQHT 
OUTSIDE WESTCOMBE PARK RAILWAY STATION ON THE 
SOUTHERN REGION OPEN ON SATURDAYS O NLY FROM 10 30 TIL 
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QPEfV I OAVS 

I LATE WJCHT£ THLftS f &< 9 



37 SEA VIEW ROAD 
WALLASEY 
MERSEYSIDE L45 4QN 

tKEtfT 10 T^BI 

051-630 3013 



PCW8ZSBW.PTDces»r , £447 00 

ScratEh Pad Plus C69 9S 

PopuEir Accounte C9&.95 

Papular Pairall £69.95 

Payrall/Acca lints Com bi m i w . . f 1 4 9, 9"5 

Dstsbas* 

PJewWcrd ....£63.95 

Cafdlnde* ,,£5*.95 

Touch 'n Go £24.95 

Smart Key C49-9S 

Brainstorm „ ..£49 95 

Dr. Draw ...£49 95 

Dr. Graph ..... r _„ £49 9E 

CfosicCortipil&r E49.9E 

Pascal MT+ £49.95 

Supertafcll £49.95 

Amstrad CPC51 2B <c»l»url £399 9E 

TaswDrd464 £19.9!. 

Taiword464-D £24.3!i 

T*iWDiiJSl28 £24 SS 

THs-Spell , £16.50 

Tasprint* , £9 90 

Tascflpy* £3.90 

* Disc version ADD £3.09 

MastEffile464 £24.95 

Semen DfrsiflnfiT - ....£18.95 

Usjbt Basic iOkiCp £19.95 

Lhmt Basic ITapcf £14.95 

titrates* ..£14.95 

SyjtemX \ £3.95 

lOvtr 30 naw aidendid corimftniJi) 
LiflhtpeoCPC6t28 £2flfl5 



DK-LiDhlften £l3.B5 

Speech Synth^s™ £29,95 

forCPCfle4/4B4*12B £49.95 

S4K Msmpry Ess pans ion 

far 464/664 , £49.S5 

25 BK Silicon Due lor 4&4-B&4 . . . £83.95 
Amstrad CaflnejeJin ] screen -dump + 

Ctnlrenics printer lead) ......... £14.95 

Vitatone High duality Qaia ReeardEr 

mcl Arr&-rad laad Fur 

664*128 £27.35 

DMP2rjODPnmw , £159.95 

3^ CF-2 Dtscs for 1Q F3&.35 

NEW IN! 

Mini Off ice II lOncl -- £1955 

Mini OPffkelMTftpel ...£14.95 

Mujic System (T#ps I , H4.95 

Music System I Dijd .....£19.95 

Chio Chat communication package 

for PCW8Z5& » £t99.95 

RS232 interface ■ fw PCW82S5 

now in stock E59.95 
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INSTANT CREDIT UP TO £1,000.00 ^status 
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EXAM RESULTS 

CPC 464/664/6 128 

CASSETTES £9 95 each. DISK £1Z$5 each. 

if AC i C "* rus ^0 

A % . pt r& a ■ tna#-*TvJ* oam# wnjtf* t\o>dt in* #i»it oi d cnndrcn i«im a^dflion and 
ftu&if action wthi* tfyiog to4ri¥« tvwn at lOO^iph 

U ATM* HJJ4 1 A »a# 4-1 ft 

p^^Ths wt i ntvif o# Uvi # am« again . An a«#n*nt proof am 

BETTER MATHS 1 frfr* 13-1* 

Covtft a v#fy widt 'anoa ot poou'ar #«ccions 44 Marina at tnia lavn Cc^*^ 
A9&ro»ffl4tt&n Tiaaaurati^n. ^inifjia tacfcwi. pan c a ot agai . #in%D*# caicuiai>«i^i, 

aig#&r#ic i#ew^. ##fljw« #aq ww, iaft# Th» preffrafn ir^iv4##«wniii forfnuiaa, 

B ETTER S PELLIHQ ft- 1 4 

»nn*>k#y #faaadJ£jt$ii*r- s.^ ii-^ RM»valuar^mMaywlihiipiolOm«rHiofitioftt 
Pi^aradoy «>n E^lafi lajno>«g* auittMr 

PM V S 3C* CM.'O P#v*t, *B4 1 ft- 15 

Afl duEaiandi ^ frflrir-n wMCn mairt *at*N* rvi v it gr 5 1 j ? h, c j Co-iip^if s M*tt*f / 
Oafts*Ty 2 Law oA rra Hhf#f S Pf#*#ura # StATtt- of fltina* A * ^#i#t mircar B & kcjii ' 
Tamparaxura 7 Cwcf#«i 5Jacitic^r$.M*oi*ii4Ti^i#eirc.ii#i-ti 9,LioM/ Souno 

sioioav i tsuoi^fi.ftftia id 

Trii» pragfam giva* <ay tfafiftmors a^profiHrtaa intaracwvaiaammg through ma gyaai-on 
#fifl An»wf f atnnon* Ctmtf nft# I Lfe * C#^'* ^ M*t™#l# * Plint* $ *^sj4w rtt>«r| 4. 
Enzyme& 4 A«plfil«^ .' titration 5 Tranipoct $ $eftftilrvily 7 Wepf«3 $ Cyt*« ana 

MtCf&gnJtttaftl 



CHEMISTRY 1 CSE/fl l*v*t. IMfl 

A ^dii fagging iMiMcoufiw ^Ctwmnlfy iftail Im hnl •n*Ti nHw5 j ij Co^l«ntf 

1 Chen^ki! changes 2.C*yf*n : Ky&ojWi A3.0nys«n / Hyo>«gm B A AtOMt S Ca#t»-> / 

Sui pn-jr 6 O j.dirofl v Raoicl4&n 7 Aao* ^ easat e ion aiccnang* t malar. 

WfllMFn CL.'HA'I «p» 1 1*1 ? 

TN# program irtaa ma flu.maiMheirt' lot-nai to* an ^flapm anaiytia or iti.t lopnt, Covata 
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SCHOOL 

SOFTWARE LTD. 



Meadow vale Estate, Rah em Limerick, iralaoo. Tel 01 0/353- 

6t-27994. 




Treat your computer to high quality 
Weet Ge rm a n cablet and a cees 9 o r i e * , 

The STICK joy itlcfr, 464 h 664 h Gl3fl El 2,99 

Printer cable 464,564, SI 28 £1 3.95 

£s1, monitor cablet (2m) 464 £5.05 

Ext monitor cablet (2m) 564,61 tt £6.75 

St»r to cable (2m, 2 x phon q) 464 >6t4 P t1 2fi £4.1 5 

Stereo cable (2m, S-pIn DIM) 464,664.61 28 £4 .15 

Joystick ext. ch bl* 9-pi n D-tyc** (2m) £3.25 

JoyitrCk ¥ adaptor 464.664,61 24 £4 .55 

OUST COVERS 

Keyboard 464 

Monitor (gram) 464,664.61 26 £6.&5 
Monitor {col our) 464,664,61 31 £6.96 
□lac drive DQ1-1, $D-1. 464,564.6128 £4.95 
Printer NLQ 401 C5.S5 
Keyboard 664 E7.36 
Keyboard #1 36 £7.35 
Superb antt-giore tcreeng colour/mono 12" and 14" (mm 
£16,95. 

Ask your Joes/ t^ea^r or stwdr rf;r^c/. Please add Ct for P&P. 
Ctoeques and PCs to: 

LIGHTWAVE LEISURE (dept AAA) 
P O box 23, Wallasey, MpraeygidQ_ 
L44 1EW Tel: 051-639 5050 v ^ 
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its sequel JTefurr: fo Eden featu- 
red graphic, Here, hero Kim 
Kimberley is marooned on the 
deadly paradise of Eden in a 
game Pete describes as an 'ec- 
ological parable' Kim was 
chrislencd Kimberley because, 
says Peie, "I was Living in Brack- 
nell ai the time - the second 
street along was called 
Kimberley. ' 

The trilogy was concluded 
with The Worm in F$jradise r 



which featured a new system 
involving much more sophisti- 
cated parsing, it didn't feature, 
though, Kim, Kimberley - just an 
inflatable model of the same 
which players were tempted to 
steal from the museum. The sy- 
stem of fines being what it is on 
Eden, and you having no 
money, meant that you had to 
pay with an arm and a leg. 
Literally. 



Avalon 

The Afttiurion Legends ore the 
source of o project - Avafwi - 
which o*c «'ei Pete Austin as much 
Of onything ar the moment It's 0 
huge obuM - jslt gome which may 
be token on board by British 
Telecom. And ff they don't do it, 
Level 9 ill go it alone and set it 
up *h*^se vfrs. 

The mop pinned On Pete 
Austin's wo It gfvej on ideo or" the 
gome's stze; it*s a grid of 1 00 x 
1 00 squares, which works, out at 
c lot of places to go. 

Ployers of the game, soys 
Pete, wF[l 'wonder about gleefully 
collecting treasures, then toke 
them to the bank and pay them 
In** if that lounds rather too much 
like *t>e everyday struggle for 
existence, feor not. Wandering 
around in the same playing area 
will be old favourites like Arthur, 
Merlin and that nasty MorgongL 
Pe*e says '\ want to hove aboul 
1000 corn purer -generated char- 
acters', although some of theie 
will, of course, be fairly siTi^e. 

The problems posed by juch 
characters will be exacerbated 
by the 'incredible number of 
puzztes' the gome will cofliain - 



an element Pele feels hos been 
lacking m other my! li -user gomes. 
He hopes lhal players will 

be able to ream up in 1heir 
efforts, 'I wont to combine every- 
thing a multi-user system does 
with a BuNetin Board 1 , he says. 
So, with a fa Ft of luck, players 
should be able to meet and leave 
messages in secret rooms thor 
only those with the password wilJ 

have access to* 

The individual player's aim 
will noT be fo defeat arty parti- 
cular character or Find any one 
object, but rather fo maximise his 
personality In whichever direction 
he chooses to go — rather like rhe 
Dungeons and Droows id ca- 
lf BT decide not to take the 
game level $ will set up a net- 
work of four or five machines 
using the 68020 processor. Each 
one of these is roughly 30 times 
more powerful than a CPC 464^ 
so many players wtll be able to 
take part simultaneously. 

The project Is still under dis- 
cussion, although much of the 
game hoi already beer, desig- 
ned. Leak out for Anion later thii 
year. 




Interactive games 

A criticism sometimes made of 
Level 9 P s games is that they do 
nol have anything tike the so- 
phisticated artificial intelligence 
and interaction of, say, the In- 
fo com range - now available for 
fr* ArnstracU, 

Well, first of all, Pete Austin 
is currently at work on an inter- 
active game to be released pro- 
bably in autumn. k Zl will have 
"reap characters who wander 
about 1 , he says. You "11 be able 
to talk to them. Lots of things 
Will happen in parallel/ 

He's an admirer of some, 
but by no means all, of tho 



Mocom games and strongly de- 
fends Level & when compa- 
risons are drawn. Infocom's 
games, lie points out, 'ai* rela- 
tively expensive and Chey're 
disk only/ Furthermore, while 
some of them offer truly interac- 
tive characters they have rela- 
tively few locations: Level 9 
games have a minimum of 200 
locations, 

However, the first interac- 
tive Level 9 game is likely to &et 
the trend. If it works on cassette, 
we shall probably see many 
more in a similar mould. 



Graphics 

Level 9 came to graphic adven- 
tures relatively late, and not 
without a certain reluctance. 
Now, says Pete. I think they 
really do enhance the game, 1 

Here again theyVe come in 
Cot a certain amwut oi criticism. 
Again f Pete Austin stoutly de- 
fends his creations: "Each Level 
9 game has 160-200 pictures. In 
Interceptor's games, for 
example h the graphics really 
slow the game down. They 
might take 20 or 30 seconds tc 
draw. There's a small number 
of pictures, the games are small 
and really pretty poor.' 

Irord of ihe Rings is a game 
thai comes in for some stinging 
criticism: It's a so-called 




graphic adventure. But there 
are about four pictures ir, Part I 
and I'm not sure if there any in 
Part II And then people have 

the gall to call it a graphic ad- 
venture and say they're better 
than Level 9"s," 

It seems he's nor very im- 
pressed. 'Graphics,' he says, 1 
will only come into their own on 
much larger machines, Given 
the current limitations of mem- 
ory I think we've got the best 
compromise.' 



The Austin six 

Level 9 seem to operate the 
principle of 'keeping it in the 
family'. The six Austins between 
them design, program and mar- 
ket their games- 



Disks 

Amstrad disk-drive owners will 
be happy to hear that Level 9 
are to release disk versions of 
their games in the very near 
future . But, due to the current 
price of disks, they will be not 
be releasing one game per 
disk. Instead, two or possibly 
three games will be included. 
But the price will definitely be 
below £30- Sounds like a 
bargain. 
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All hail to thee, blithe Pilgrims! This month the man 
with the wooden staff pauses on his journey to bring 
you a bumper readers' issue, choc-o-bloc with contri- 
butions from my fellow travellers There's also an 
exclusive- review of a new compilation from Global 
Software, a quick glance at Cassia pttt from Vidipix, 
news of the competitions, adventure software charts, 
and much more from the frantic quill of the Cowled 



THE LOST PHIRIOUS 
Part One: CASSIOFIA 

Vidipix 

Thi* is thu fiiiii part of a Quilled Quadrilogy produced by a 
entail cottage -industry software-house called Vidi()ix. Part II r 
called The Planets win be available in August 

The Storyline isn't exactly burning with originality, Set in 
ih0 tar-flung luture T news teachefc your ears of a valuable 
space- wrerck which, as a space salvage worker, you decide lo 
Iocs re in the hope of making your fortune. The ship, called Ore 
Fhirious, departed from Earth but was never seen again. 

The first part of this four-part bonanza opens on board a 
ship called Cassiopia, an abandoned hulk that you hare deci- 
ded to investigate on your travels but which has now become 
your, 'home following the (unexplained) explosion of your own 
ship. Your task is to escape to Earth to continue with your quest 
fo r the PhirioUS, 

t'vc recounted the plot at some length because I think the 
problem with this game is that it doesn't have that vital spark of 
originality that bears evidfcnca of a twisted mind (all good 
programmers have them) and an enthralling adventure. The 
game is pretty typical Qiiiil tate in its presentation and is text- 
only. The vocabulary is fairly restricted arid, of course, you 
have to copfc with thai and The Quilt* refusal to specify which 
word h doesn't understand. 

One point in the program's favour ■■ the- programme** have 
very sportingly deprotected the code- so that you can transfer it 
to disc if you wish. They've also taken tha unusual step (and one 
which it would be nice to see repeated) of telling you via the 
into resting command MAP - whereabouts you are at the 
beginning of the game in relation to the rest of the playing area, 
This enables you lo start mapping on the right part of you* 



blank sheet of paper without fear of running over the edga after 
going WEST ten limes in success ion ! Clover , and thoughtful, 

The resrt of the game, unfortunately, doesn't seem to bear 
out this early promise of innovation. The game is split into two 
stages - first on Caseiopia and then on the moon in an 
underground mining complex. To get from pari one to part two 
you have lo leave the ship, and this is where - to my mind L you 
get a good example of poor game design. Cassiopia is not a 
difficult ship to explore and all the objects are either visible or 
easily discoverable - it only took the Cowled Crusader about 
Twenty -five minutes to persuade this pari of the game to yield its 
secrets Sy this stage I was pretty sure that I knew WHAT I had 
to do - the question was HOW, and since the program groats 
every incorrect entry with the words 'You can't do that my old 
goos gog' you can see it s a good thing that in spaces no- one can 
hear you acreami 

The solution is a bit of a cheat to my mind since it involves 
fixing a machine that is not actually mentioned directly as being 
Ytstble, but merely implied by a location description. For 
example, if you found yourself in 'The control room: there is a 
broken console here r H you would be forgiven, I think, for trying 
to fix the console. Should the solution turn out to be FIX 
CONTROL and nothing else is acceptable, 1 think you'll agree 
that this it slightly aggravating, and the only challenging bit of 
the (list part of the game is based on this sort of confusion rather 
than on clever logic or inspired puzzles. 

The second part of the game is slightly more challenging - 
there are just over seventy locations in all so there is a fair bit to 
explore, but of course the descriptions aren't all that long and 
the atmosphere reeks of a doaen othet space-exploration 
adventures At 2.90 this game is of average value, butfdespite 
the budget puce) don't expect to give it place of honour - even 
on the lowesi shelf of your collection. 



FOUHMOST ADVENTURES 

Global Software, £7.95 cats 

Here's a refreshing approach to marketing adventures by 
Global Software, who seem to have been much Ln evidence in 
this column recently with their imminent release of Old Scorof 
by Pete Green 

Fourmost Adventures is endorsed by Tony Bridge of Popular 
Computing Weekly and The Pilgrim can just about get over his 
professional prid* and say that Mx Bridge would appear lo 
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know a good game when he sees one 

There are four games m the ;pa£kagfi, which sells for £7,65 
on cassette. There'll be a disc-v^rsi^n as well (price ur;arji<?un- 
ced> and at an average of 2,00 each that make* a re*l bargain « 
particularly since one of the games 19 really very good indeed 
and ihe collection also includes Wintersoft's excellent tf/ntr 0/ 
DaTkne?-< Lei's take a look at each offering in nun,.. 

The Mural 

This is a QmHed monstrosity that rem Laded me of some of iho 
yaxhor A; tic games on the Spectrum, but written by aocneon^ 
who appears to have e serious mental problem coupled with a 
fiendish sense of humour . 

jus: :r. case the reputation of Azlic leaver you cold n let me 
yxpi-u: 'hat Arbc had a reputation for producing games that 
were very difficult to solve. Tie Mural certainly falls into this 
category and the Pilg was very definitely in need of a clue-sheet 
a 1 several stages of his endeavours. Luckily I had one io hand 
Oiherw-.se this review would have been a bit on the short side. 

The basic plot {if such is the right word for this collection of 
mprobaLbuines) of The Mural is perfectly straightforward - go 
forth into the world, Bud an obscene mural + and paint over 11 to 
preserve public decency. The game is Quilled and text-only 
with a reasonable vocabulary and the location descriptions are 
lengthy and detailed. 

They axe also fiendishly difficult to get out of r and tor 
reasons which cannot in the least be considered either logical 
or - in some cases - comprehensible. For example, go North 
from the first location and thou shall never return (at least not 
without a great deal of diificulty) because a large penguin Falls 
from nowhere and blocks your exit. 

Other locations are even worse ior your health, Outside a 
pillar box. located in the middle of a cornfield, you will find, 
should you foolishly type EN\ that lor no apparent reason you 
have shrunk 10 the size of a mouse, slipped into the boat, and 
been forced to restart lh^ game rather than wait for the Post 
Office to retrieve you. 

Since I had a clue-sheet; I can tell you that there is a way 
thtough ail these problems, but whether you'll find u or not 
without such assistance I strongly doubt - at least not without 
tearing out many handfuls of hair. This may of course be just 
what you look for in a game, but the Pilg tends to be a bit more 
of an atmosphere and fantasy man than a fiendish puzzle and 
outrageous logic fanatic. 

In fact. Mural reminded me slightly of The Qu&r for the 
Holy Grail, a truly appaling game that killed you off for no 
better reason than that you happened to fall foul of a gob- 
spit ting guard or an exploding rabbit very funny the first time 
but dull as dishwater after a few hours. Mural is of an 
immeasurably higher standard than that holy tripe, but 1 still 
advise ycis co steer clear - of it if you are of a logical disposition. 



Microman 

How this 1$ something of a rarity, this one. Quilled games can 
sometimes make you wondei just how much of a good thing it is 
to have e«ry Tom, Dick; and Harry churning out byte after 
byte of traipid dnvel, but Micr&man is art excellently designed 
iiitle gem with considerable atmosphere and some very origin- 
ally conceived locations. 

As Pro! Heil Richards you have unfortunately been reduced 
to a mere three inches or so in size, and you must escape from 
your car (in which this hideous transfoirnatjon has taken place) 
and a tt e nipt to regain your former stature. 

It's a inbute to the game - both its challenge and its 
atmosphere - that after a few minutes the Pilg realiy fEtt' three 
inches lalL Cynics might say that I'm hot much taller th&A that 
anyway, bus believe me it is a humbling experience to get 
inside a haystack as 1 did just a few moves after teavmg my car 

The game is tall of nice leuches, from the moment yon. rob a 
magpie s nest through a lite-and-death battle wsth a mole to 
your final struggles in the laboratory to solvo the conundrum of 
your much-reduced stature. 




nam 




To heighten the atmosphere, the game Ms s^v^ral attrac- 
tive graphics, The programmer obviously isn't an. artist but his 
illustrations are tidy, nicely presented, and help give the game 
just that little bit extra that makes \X something special. A game I 
would thoroughly recommend even if Sr was being offered on 
its own let alone as part of bargain package. 

Ring of Darkness 

The Pilg has already reviewed this Wintersoft offering It s one 
of the few graphics-base d role-playing games for the Arnold 
and is an excellent example of the lut-points and combat-routine 
genre, though it 53 quite an ancient offering having originally 




appeared on the Dragon computer sometime back in 1901, 
Suffice it 10 say that it was well worth the asking price all on its 
own 4; Jthd ritiist go a long way to establishing this Global 
compilation as excellent value for money. 

Goioxids 

Gai&xias Is yet another space adventure (as you might guess 
from the title) but after hearing from Global that it 
programmed by the same gent who produced Bored of Th& 
Rings (something of a classic by Quilled standards) 1 wag 
prepared for something abov^ the average, even if the scenario 
didn t look too promising . 

J. wasn't disappointed either. First, this is an unusually la*ge: 
Quilled game - most Quillets run out of space after about eighty 
locations but G&l&xias runs'to-just over ninety What*& more* the 
programmer has adopted the sensible design tactic of spiittuig 
She game into several component parts, with sach set of 
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Red Hot Top Ten! 




location* having its own atmosphere and identity. 

Although the not** on the copy I had didn't mak& it plain 
what the aim of the garae sra*. I gather fitat the objective is to 
retrieve a valuable crystal fiom a iecuiity vauJt on the planer 
2agro. On the way you take to Akiol. Graflon, and Septule, 
lidding you to hope that if over space exploration really takes 
off somaone will bo able to come tip with m&XQ attractive 2 
tor the places they vhiL 

What puzzles there are are extremely logical, tatf 
strength of the game lies iu the design of the map which has * 
satisfying number of interesting {though not necewarily import- 
ant) locations to explore. There are al*o aome graphic! which 
why* not of the highest standard do make acoiseih^ of a 
difference * though I wiwm unable find the command to tedraw 
them once Td snapped over to the teaft-scieett to i&pnt my 
command*. 

Q&I&xi&s suffers slightly in my opinion by belonging to a 
category of game in which it is very difficult to be both original 
and oi high quality > I'm told that it is in fad quite m old grow 
(though riot previously published) and this 1 can well believe - 
many of us have n amall universe of our own making lying 
around on tape somewhere and space advannurea tend to be 
the first to suggest themselves to people just starting pro- 
gramming, NevertheSess, it far surpasses the Viriipfac game 
reviewed elsewhere in this issue, and mast therefore rate a* 
good vatae for money when included in a collection like this 
one. 

Conclusion 

It 1 * not often! thai you get four game* in one for this sort of price. 
There'* not doubt in my mind that Mural it the weakest offering 
on (his tape r but I'm fairly certain that even that game (difficult 
though it ia) will find a few fans. Ring of Darkness ia obviously a 
snip at this prise, and Mtcroman ia a very enjoyable discovery. 
Add all these together, drop in a bit of apace exploration, and 
you've got a package that simply cries out for your cash. 



Oh dear, oh deoH How the 
mighty ore falfonl Thh moHh, 
whet+ief it be tfrit f>c*t, the price* 
or just Hie bug*, the votes itaot feil 
through the Pilg's lifter box qwte 
definitely downrot&d t&rd &f the 
Rings from it* number one position 
to a humble number eight m the 

Up d number one frS a 
never-ending success story for 
Oe&on, with 0 new entry of num- 
ber two, MQfsp&rt Th* Cowled 
Crusader isn't qyite *yre whether 
to grant this gome the statu* of c 



t. Never Ending Story 

3_ Rett Moon 
! 4. The Hdbbi t 

S. Forest at World's End 
6» Return to Eden 
jF. Lord of t^c Hsng :-: 
A. Snowball 

E_ McKH^gci from Aadron 
10. Hitchilccr's Guide 



I rod] Hons I ad venture, but your 
¥otes ore obviously determined 
10 setrie Hie issue. 

Red Moon ot number three 
is busy vindicating Level 9*s deci- 
sion to return to magic and mys- 
tery, while The Hobbtt just goes 
to prove that Classic adventures 
never die, nSey juit keep on 
selling? 

Don't forget n> keep fhose 
votes rolling Jn — each month you 
stand o chance to walk oway 
with Hie gome of your choice, so 
don't delay ■ vote TODAY! 



Ocean 
Gargoyle 
Level 9 

IB e lb ou rne Hoitit 

Itttereeptw 
Uvel 9 

Melbourne House 
Level 9 
Inter cept or 
Ixitocom 



Atmosphere Interaction Challenge 



CASSIOPfA 58% 50% 
FOUftMOST ADVENTURES 
The Murol 60% 36% 
Micfomon 70% 56% 
Colonics 63% 56% 



55% 



RouFmost Adventures 
68% Overolf AA- Rating 
65% Ehs. value for money h 
67% 85% 



This month's winner... 

Tony Brown of Newport head* for £fr& finishing lino ttua month 
with a free copy of Souls ofDArkon. Your prise. Tony, tt busy 
sprouting wingf and despite Taskset s wd demise I can assure 
you that it is currently preparing to lake so the £iae* and land L- 
yotir ier.e rbox. 

Tony 1 * favourite: game* were AdranniTtt Queor M F&ftt**i& 
Diamond, &ndH*rO**GfEam - a aound choice ever ) xaw one 
Hope you enjoy JSatJcoji, Tony - and hang on 10 it. th«« aren't 
many copies about. 



Clue Sniffing With the Pilgrim 



To The Pilgrim, 

My favourite three adventures ars: 
L Came 



Company:, 
2. Garner— 



Company:. 
3. Grime:_ 



Company:. 



My reasons for putting game 
number one above as first choice 
ate 



1 
1 

1 
1 



Here they are. mj fellow pilgs. another collection of timely tips 
10 help you out of whatever dilemma you may be in. Keep a 
straight staff, and when in doubt reach tor the Cowled 
Crusader's column „ where the Lords of Adventure will do their 
best to help you. 

FANTASIA DIA MOND 

The TV and the Chair are red herrings - get on with something 
else. 

WARLORD (thanks to Paul Mackenzie) 
Jump out at Lug'a Cavern 

MWDSHABOW 

NNENEESSE - juar the trick for a change of scene, 

Strike a light! Kelp's on its way. 

ROBIN OF SHERWOOD 

Hitch a lift into the castle. 

Dead sataniscs have a lot to offer. 

NEVER ENDING STORY 

Has the penny dropped yet? It has to if you need the key. 
An apple a day does wonders for Widow's Revenge. 

ZORK1 

Don't sit on the eggl And don't stash on<§ away either, 
Yellow buttons turn bolls. 



If ]"m a lucky Pilgrim ar.d win a 
free game 1 shsu^d hke to rece- 
ive a copy of 



My address 1$ {BLOCK CAPITALS 
ONLY) 



Contact thePllgl 

You con contact *o Pi I g on 
Pr*tt«VMkror*t * 1 999435* or 6T 
Gold 83:JNL25 1 . Piecie n*se iiior the 



individual trta for h**p f twi h* It 
olwoyf inf«r«r«d te> h«sr from 
o{tv*nf«f#r* on oil oipocis of 

nrtvc-nlurmg. 



Boy oh boy, the Post Office must 
bless the day all you Pilgrims- 
fust picked up a pen and licked 
a stamp - there weie so many 
letters this month that it took the 
Pilg nearly two hours just to 
open them, let alone reed the 
contents. Here goes with those 
we've got room for... 

Pirss, Mr John Keneally of 
Came] Micros. The name may 
well ring a bell, and sure 
enough the epistle is on the 
subject of Gantsist the adven* 
&m generator tint the Pilg was 
rather rude about a couple of 
issues back 'Having settled 
down On Sunday with AA in one 
hand and a good pint of 
scrumpy in the other', writes 
John. "I noticed your comments 
on my last letter re Genesis. ./ 
fHmmrn..Hope you managed to 
grab a good swig of the 
scrumpy. John). The point I was 
trying to make,' he continues, 
was about the balance ot the 
review you wrote. It ls dis- 
couraging to have attempts to 
improve the capability of games 
designers dismissed 30 easily, 
and many users might rate it at 
least equal on grounds of ease 
of use. 'Swerving comments that 
you printed last month illusirate 
the point. With SO locations and 
4 exits, you need 200 links any- 
way. Whether motion is done by 
fixed links built mio locations or 
by action commands is a choice 
to be made in designing the 
games designer 

"Fr oitt a programming 
viewpoint fixed links are easier, 
but if during the game you want 
to, say. change the location 
which is north of a given place, 



this is impossible if fixed links 
axe used, Genesis makes it pen 
ssLbse to write games in which 
new locations can appear dur- 
ing the game, old ones can dis- 
appear or change, and so on. 
This hag been the design appro- 
ach throughout, though one that 
is not easily appreciated until 
you want to do a game problem 
that others cannot reach! We 
don't regard this as 'ridiculous' 
but essential.' 

Point taken, John. I do ap- 
preciate that in producing Gen- 
esis you were trying to design a 
system that was as flexible as 
possibly. I don't deny that at the 
price (and I made this point in 
my first review), Genesis is tn 
viable competition with GAC 
and 33i* Quiil/IUustrator for 
those prepared to make a Little 
more effort. However, (his 
philosophy ot flexibility can be 
takers too far ar.d some compro- 
mise has to be made. For 
example, the most flexible ad* 
venture generator program I 
know ot is Hi-Soft's assembler 
DevpAc.Gek my point? Hitting 
the right middle note is difficult 
and I felt (and still do) that Gen- 
esis was too low-level for most 
people. And then there was the 
problem with the document- 
ation, which was extremely obs- 
cure in parts. Anyway, what this 
aJl goes to show is that if you 
think you can handle the com- 
plexity, and can t be bothered 
to write your own system, then 
give Genesis a second look 
before passing on to GAC or 
The QuiU. 

John also mentions a new 
adventure club; 'intended main- 



ly to provide an outlet for 
games written bf members 
(using any means, even steam 
BASIC I), There will also be a 
monthly newsletter and hel- 
pline, and games can be offered 
for sale free in the newsletter, 
Members will also be able to 
purchase any Camel Adventure 
at a reduced price/ 

1 have just bought 
Hitchiker's Guide but I am stuck 
over Hue babel fish" wails Roger 
Wilson of Blackburn, This babel 
fish is certainly causing a lot oi 
problems, but the Pilg feels that 
perhaps he should point our that 
you don 8 actually NEED the 
babel fish in HHTTG. In fact, 
bearing in mind the Vogon 



captain's p&eiry, perhaps you 
don't want it either! 

A, Morris of Manchester is 
obvious] y in dire straits, i am so 
worried that E think [ may be 
driven into buying a Spectrum! k 
he confesses- Heavens forbid. 
Mr Morris, thai you should be 
reduced to such desperate re- 
medies, especially since 1 am 
sure that there are many other 
adventurers around who can 
help you out The game in que&- 
non is Mes$age from Andro* 
meda f and Mr Morris is well and 
truly stuck, Bail him out please, 
someone ■ his address is in the 
Lords of Adventure column, and 
although 1 don't normally pass 
on cries for help (that's what the 
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I'A very dvver and friendly^ 
p/eee of software? 

COMPtfFEH a VIDEO GAME S " 



"O ffers the unskilled programmer 
the chance of providing a 
realty profestkmai game" 

SIEVE COOKt, YOUR COMPVTt R 



GRAPHIC 



ADVG n TU R<5 



P I o d w rush me, f c r rn y A rn iVnd CP C C 0 m pu ! e r 
THteWtffiCADVtftVTURE CREATOR 
□ Cassette £22 95 Disk £27.95 

I tnclota Ch«iu b/ PO for £ 

Oedfrt Card NO 

Nam# Mdfftfl 



"RE 



ot please debit my 



bA i UN DON ST.RfcADING KGl 4SG 
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Lords are for) this Spectrum 
sickness obvious]/ demands im- 
mediate action. 

Now far this month's Moan. 
Melbourne House come under 
lire again for the bugs Lrt Lord of 
the Rings, and ui this case it s 
Chris Reynolds of North Fernby 
pulling tike trigger: 

'Seldom have ! been moved 
to write Any Letter to a public- 
ation, but the time has come 
when t feel that 1 must, t have 
recently become £16. 00 poorer 
after purchasing ihe Melbourne 
House 'Adventure' Lord of the 
Ring* .sm having attem pte d to 
play H several Eunea. S have 
been reduced to little more than 
a quivering snarling animal, 
Omtc how I have managed to 
restrain myself from punching 
out my monitor, 1 do not know k 
and each time I play it. 1 invaxi* 
ably become so frusirated that [ 
end up commanding myself to 
kill myself for the sole satisfac- 
tion of having someone actually 
obey one of my commands. 

Tell me, are these ' bugs' an 
integral part of all adventure 
games, or do the programmers 
jual write them in to make our 
lives more interesting and more 
challenging? What I would also 
like to know is how Melbourne 
House can justify such a high 



price for a game which seems to 
me to be virtually unplayable, at 
least not with any degree of 
enjoyment. 

I wish I had never bought 
this game, but more than that, I 
wish that Melbourne House had 
approached this project differ- 
ently; and thereby perhaps 
done justice to whai could, 1 am 
sure* be one Of the greatest 
adventures of all Anyone want 
my copy while I go and look for 
The Worm in Paradise? 4 

Ah well, 1 hope you feel 
better after your moan. Mr Rey- 
nolds. Bugs can indeed cause 
one to tear one's hair out (as 
anyone who knows the Pilg's 
hair-toss problems will testify), 
but I think you're being a bit 
harsh on Melbourne House. I 
quite enjoyed LOR but I have to 
admit that that enjoyment only 
came once I'd learnt what com- 
mands to avoid for fear of the 
program falling over, 

Finally, a quick point from 
Mrs Grace Morns of Tyldesley. 
"Halfway through Ring of Dark- 
nc$£ we upgraded our Amsirad 
and - yes. you guessed (I 
didn't), the program won't work 
on ihe 6128. Please can anyone 
help us? 1 . I haven't heard of 
other people having this pro- 
blem, so perhaps they've found 
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a way round it - 1 wasn't able to 
get hold of Wintersoft so any- 
one with a tip on this one tor on 
any other "misbehaved' adven- 
ture software) drop the Pilg a 
line - or write to Mrs Morris at 5 
Esthwaite Drive, M29 ?EQ if you 
can help her. 

That's all we've trot room 
for this month, Keep the letters 



coming, and the Cowled Crusa- 
der gives you his word that he'll 
read them and, whenever po- 
ssible, print them here. It gives 
me tremendous pleasure to 
he ax from you all, but do please 
remember that I cannot answer 
individual cries for help - that's 
what the Lords arc for, so use 
them well and spare the Pilg! 




'Exe they be r fellow Pilgs* The cream of the world's Crusaders, 
with lamps in hand, swords at the ready, and gold in their 
pockets to help you out of the trickiest locations in the world of 
adventures, If it's help you need, these are the Matchless Ones 
wlu> shall lead you forth from dungeons dark and caverns 
calamitous - but don't forget to include an SA£! 

My sincere apologies to the Pancotts, whose 'phone num- 
ber was previously incorrectly printed. The correct number is 
printed below and the Pilg grovels for forgiveness from all 
those who have been inconvenienced , Since (he Pancotts Ctrst 
appealed in the magazine I feel sure that they have solved a 
good deal more games ~ 1 don't have a list but I'm sure they will 
611 you m if you need assistance - 

jew&ls of Bahyion* Heroes of Karr.. Forest at the Worlds End 
A Morris r 59 Woodbndgc Road, Fti*ton s Manchester, M3l 2RD 

Mordons Quest. Classic Adventure And others 

Tiraothy Gurney, 10 Garwyn Avenue, Raunriwood, Meliden, 

Piesraiyn. Clwyd, LL19 SLR 

Emerald Me, The Hobbit r Gems of Stradm. Return to Eden, 
Ring of Darkness and others 

P.M. and ],G. Pancott, 18 Radip-ole Lane, Weymouth, Dorset! 
DT4 9RS T*J: 0305 7S415S 



Dungeon Adventure* Adventure Quest, AH Interceptor games, 
All Nemesis games, fanfctsia .Oiarrtond. Robin of Sherwood 
Tony Brown, 120 Darent Walk, Bctrws Estate. Newport. Gwan^ 
NFS 6SN 

Warlord, Jewels of Babylon 

Paul Mackenzie. 29 Miller sneuk Avenue. Lenaie, G66 SHP 

Hobbtt, Forest at Worlds End. Message from Andromeda 
Declan O Byrne. 8A Woodlands, Naas. Co Kildare. Eire 

Mordons Quest, Jewels of Babylon, Forest at the Worlds 
Ends Smugglers Cove, Message from Andromeda 
Mrs Shirley Wall, 38 Gtebelands T Westfield, Radstock, Bath, 
Avon, BA31 33U 

Hobbit, Subsunk, Message from Andromeda, Red Moon, Worm 
in Paradise, Wise & Foot of Arnold Blackwpood, Brawn Free, 
Trial of Arnold Blackwood. Gremlins 
Mrs Pat Winstantay, 13 HolKngton Way, Wagan. WK3 6L5 



All games 
Toxiy Tread well 
0LR 

Tel: {0863} 68637 



17 Headley Way, Headington. OafortJ* OX3 
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Enter the world of Avenger, a Nlnja 
of unparalleled skills and deadly powers, as 
ne battles the forces ot evip in defence of nis 
faitn and protection of the weak. 

Be cai m a no sta v sHent as the outstandl n g 
animation and unrivalled combat routines 
tafce vou to levels of action you d newer have 
Up s th&uanc possioie. 



ence the stunning eff ects of triple 
scrolling action as vou master the techniques 
of Hand to Hand comtiat Poit Fiqhtmg and 
the skills of the Samurl Sword. 

And wnen you believe you've succeeded In 
overcoming all the oods r the next in this 
thrilling series of adventures will beckon you 
forward to a further challenge of death 



£AK spectT™ 



Tistra 



Htiift*, 10 CflTv^r Street, 



L 




MA 



Screenshots from Spectrum 4QK 





THE RAM JAM CORPORATION in Association with ARIOLASOFT 

Proudly Present 




The NMZADMK is an island inhabited by robot 
tanks of varying levels of intelligence and 
viciousness. Your mission is to build a 'super-tank' 
and annihilate it utterly. 

FEATURES INCLUDE: j|h 

* Hundreds of ways to get killed 

* Over 200 enemy tanks 

* Mines, mortars and Polycrete 

* Island scanner end mine detector 

* Mega turrets 

* Totally wreckeble Panzachrome landscape 

* Joystick Required 



This relaxing mixture of strategy, 
arcade skill and mindless violence is 
sure to be a success. 
Computer Corner 

Panzadronie - about the best tank gamu 
or that type we've ever seen. 

Sinclair User 

Panzadrome is one of the best 
shoot -'em- tips to crash onto the 
Spectrum in the past few months. 

Persorwf Computer World 



Available from all good software retailers - if its not Ihei e. please order it - or in case of 
difficulty sand your crossed cheque/Pi), made out to A Ml LA SO FT UK HD. f including your 
awn name and address to 

Arielasol t UK ltd., il Lang Ac». tendon WC2E 9J1 
PAHZADROME - Amstrad cassette £8-95 



Marketed & 
Distributed by 




We're reprinting the criteria for scores on some games 
this month as a guide jutt in case you missed them East 
month- Hot gomes to get cracking on ore Get Dexter, 
Batman* Frank fe ontf Thing &n a Spring* 
Baufeterdapfr. leveJ rea^h^d rather them score, 
Bruce iee: score for destroying the wizard once. 
DTV Superfesh combined scores for days one and two 
played through once only. 

Ghostbvsters: scores for one game achieved from the 
$10,000 etc count limit, 

3D St&rsfrikez highest score for one pass through alt 
stages at any level, 

Super Pipeline fk highest score offer completing 16 
screens* 

Tau Cefh rods collected. 

Way of the Expt&dif?g Phh highest scare after defeating 
two opponents on tenth dan. 

Yie Ar Kung Fuz highest score for defeating first sight 
opponents. 





SUdU 

72,420 Lee ttedy, Walsall. 
38440 Dm Graber, Bedford 
28 290 Shahan Saier. East Ham 



Alrwctf 

1 ,703 Mark Dewey, Hoddesdojt. 
1 ,342 Steven Waideit, Cheltenham. 
1J72 Khin Wan Lai. H«li. 





Mini Challenges 

Score challenged all Daik Star 
scores. 

Challenger and reason Mark 
Smith. Any score is possible by 
taking away the enemy misailea. 

Score challenged; 543J50 on 
Devil's Crown by Jeremy Nargi. 
Challenger and reason; Mi- 



chael Clayton. Would have to 
be 7*6 complete games. I can't 
find object to complete game. 

Score challenged: 54,640 on 
Blagget by Alisdair Carnie, 
Challenges and reason: Paul 
Stagg. Minimqm score incre- 
ment is 25. 



Blagger 

SO J 25 Paul Stagg, Rickmanswoitk 
49,975 Alain Sales&e, Faniboroiigh. 
49,025 Matthew Chester fc Louth. 



CklUuf 

B t lW lan Grainger, WitfigatB* 
7.900 Lloyd Butler. Birmingham. 
7,200 Justin Leahy. Ellham. 



Bounty Bob Strikes Back 

216,129 Ronnie Agnew^ Liverpool 
54,000 Peter Day, Birmingham. 
34,410 Alex Gough. Hastings. 



Chimera 

5,205 GM Gaiter, London. 

3,077 Richard Feinfrerton, Charlton. 

4,307 Helen Smith-Gosling, Haverford 

Weat. 



Chuckle Egg 

S74 r 170 (Level 40) Alan Steele, Didcot. 
S72>SBO (Level 40) C&rl MoUart 
535,400 A Giirnshaw. Blackburn 

Codenarne Mat 1 

1,106 George Reaves, Bradford, 
1,106 Michael Dunse, BoKnyrsgg. 
1.G90 Eric Henry < Droefheda. 
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Alien Break-In 

337.400 lain McExmon. Glasgow. 

292,164 Pan! Mackenzie, Leiude. 

290 630 Graeme Taylor, East Kilbride. 

Am a golf 

51 Shots Daniel Elkington, Solihull, 

51 shots Mark Lampon, Hford. 

52 shots Brent Glover. Graveaend. 



Android Two 

36 1 4€0 Stephen Raggett, Westboume park, 
9,720 Paul Rushton, Market Drayton. 

Battle Beyond the Stars 

14.000 Heige Borchsomos, Nittcdal, 
Norway. 

9 P 43Q David Finlayson, Dundee. 
9,450 Deborah Harris, Seaham 

Beach Head 

124.000 Richard Ormeon, Bury. 
123.000 Laurance East, Cranharn. 
122.100 Jeremy Nargi, Hove. 



Brian Bloodaxe 

13,820 Stewart McCone^ Pontefract. 

Brian Jacks Superstar Challenge 

4 7 j&9 George Reaves, Bradford. 
4,12B Thomas Tofield, Ashford. 
3 P 636 George Reaves, Bradford. " 

Cauldron 

70.7SO Ralph Turner. Newport 
S5,90Q Karen Brett. Folkestone. 
S5.5S0 John Clark* Ansirulher- 



193,310 Steven Walden. Cheltenham. 
12LS40 Netl Stevens, Maidstone. 

201,500 Jonathan Shaw. Liskeard. 
£5,330 Andrew Matko, Glasgow. 
18 P 610 David Schofield, Retford. 

Ghouls 

6.160 Christopei Devlin, St. Helens. 
B.1QQ Simon Withers, Surrey. 
7.090 Paul Stagg, Kickman s worth. 

Gillif an's Colli 

6£3 k 931 David Finlayson, Dundee. 
5*8,100 Michael Clark, Midlothian 
501 /2S0 Ian Leitch, Blandford. 

3D Grand Prix 

9,738 David Vincent, Hernbay. 
9,292 I>uncan WatL Aldeishol. 
8 750 Christopher Hardy. Weymauih. 

Grand Prix Rally II 

83,184 David Dumigan, Lyiham. 

72,464 Geoff Kerslake, Woodham Ferrers, 

70.690 FJ Griffiths, Birkenhead, 

Gyroacop* 

34,400 Simon Dennis, Hkley. 
28 b 610 Lee McMahon,. Manchester. 
21 1330 Nicholas White, Plymouth. 




f «t Boot Jack 

2-38,900 David Finlayson, Dundee 
•60.325 Lee HeaJy t Walsall, 
133 A 75 Alison Hal. Ashford 

Juqqcrnaul 

4B P 900 Erie Henry, Erogheda. 
9,500 Michael Speers, Donaghadee 

Killer Gorilla 

375,000 Adrian McGivem, Dorchester. 
345,400 Christoper Devlin h St. Helens. 
ITS, 900 Matthew Truman, Bath. 

Hong Strikes Back 

648,500 Lawrence Smith. Newport. 
646,300 Mark Bray&haw, Leeds. 
SJ5 r eOO C Johnson. Sutton Coldfield. 



Laser* arp 

368,730 Denis Condren, Filey. 
307,000 Michael Wilkes. Stourbridge. 
198,860 T Grogan, Blackburn. 

Locomotion 

3,401 Mike Drury, Swinlon 
5,338 Ghristoper Eng. London. 
2 r 5S8 Michael Downie, Datston* 



Devil's Crown 

G Smith. Sheffield. 
40.610 RM Thompson, Grangemouth. 
38,730 MA Clayton, Blackpool 




Don't Panic 

12 1 000 Kathryn Collin. Dunfermline, 
8 K 1S0 D Coliin, Diinferrnline, 
650 Adrian SiU : Doncaatex. 

Dynamite Dan 

1,911 Lawrence Smith, Newport. 
1,262 Lee McMahon, Manchester. 
925 John Clark, Anstmther. 

Electro Freddy 

4,033 Alvin Thompson. Hebburn, 
3,410 Thomas Tofialci, Ashfcrd. 
2 J50 Simon Doolfly k Bolton. 

Er*Bert 

12fi„890 Richard Denton, Torquay 
111.000 Lawrence Smith, Newport. 
76,300 Julian Cater, East Sheen. 



Fighting Warrior 

147,940 Paul Stagg, Grantham, 
98,800 Michael Clark, Midlothian. 
97.370 David Co bane. Manchester, 



Harrier Attack 

7I0p490 Graham Ross. Devizes. 
599,870 Mike Drury, Swinton 
517.050 Barrel Fletcher, Gosport. 

Hunted Badges 

299,470 C Johnutttt Sutton CoJdJield, 
112,870 Fan] Stagg t Grantham, 
33*080 Steven PLayle, Braintree. 

Highway Encounter 

842 J 00 Stephen Raggett. Westbqiixne 
Park. 

148.370 RG Messenger. Perth. 
116.720 I JefleriM, Chippenham. 




£84,364 George Reaves, Bradford. 
£22.096 Mark Toser. Ganvey Island, 
£18.6SS Robert Toaer* Canvey Island. 

Moon Buggy 

159,100 Lawrence Smith. Newport. 
110330 Patrick Giant. Coventry. 
69.500 Robert Frost. Earls Barton. 



Hunchback 

l r G0Q.000 Mi chat'] Clark. Midlothian, 
1.206.000 Daryl Ward, Leicester. 
1,200,000 Jason Dixon. Selby, 



Mr Freeze 

16,870 Stuarl Hutchinson. Reading. 

16,240 Peier Wright. Stourport 

13,870 Jamie Thomson, I»eighton Buzzard 



Fire ant 

39,600 Gary Brickley, Fife. 
33,300 G Veazey, Peacehaven. 
30 h a00 Mark Bur for d r Leamington Spa, 



Hunchback II 

9 P 000 Jason Carpenter, 

8 P 2S0 Steven McDougall. Aberdeen. 

R.^SO WilLam Gattrell, Bangor. 



Mutant Monty 

48, 1 BO Marcus Passant. Perton, 
44,950 A WagstaJfe, Whitchurch. 
43,180 Alaatair Kerr, Plymouth. 



Fruity Frank 

40.600 AJvin Thompson^ Hebburn. 
36,010 Andy Kaeble, Bromley, 
28,210 Andrew Heuse, Radcltffe. 



Nightshade 

1,222,000 Julian Bunn, Newport 
943J20 Ralph Turner- Newport, 
539.000 A Hill, Sramhalh 



Galactic Plague 

203,900 Karen Brett, Folkestone. 



Hyp#r4parts 

1H P S9B Ralph Turner, Newport 
9 1.47S George Reaves, Bradford. 
$0.01 S Martin Pateiwn, Glasgow. 
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Ram bo 

) 8,390 Adrian Green way, Blatkhcath. 
15,220 Adrian 5ill h Doncaster. 



Spannerman 

100,900 David Fjnlayson, Dundee. 
84,900 Andrew Brooks, Warrington. 




One Man and hi* Drold 

7 H 228 Ian Leitcru Biandtord. 
3,066 Mark Lawrence. Brighton, 
2,658 Brad Howarih. Saltfoid. 

On the Run 

74.110 Daniel Singexman. Southampton. 
74.000 Patrick McCorry, Belfast. 
60.000 Ranjit Singh, Queen's Park, 

PmbaH Wizard 

31 J75 Soger Wilson. Blackburn. 

Paul SmiHi, Huddersfield. 
25 a 445 Stuart Russell. East Kilbride. 

Punchy 

1 p 132,330 Mark Salt, [dam, 

235.300 Alan Jackson. Wolverhampton, 

70,1% Richard Denton Torquay. 



Splat 

22.535 David Cobane. Wythenshawe. 
13,210 Soy Wunania* London. 

far Iftiftr 

17,330 Kevin Bradsterw, Fife. 
16,310 Christoper Eng. London. 
16,220 David Rice, Glasgow. 

Station 

3B.30S Shiafqat Kasul. Alloa, 
32,911 Sean Brady, Eltham. 
32,416 Robert Barclay, Desborough- 




331.020 Paul Simpson, London. 
307.310 Paul Stagg, Cheltenham. 
237.060 Simon Whitehouse, Stomngtaiu 



Skyfov 

38,500 Richard Craven, IUdey . 
37.900 Maxk Thould, Canterbury. 
37,500 Gerry Hughes, Cranleigh. 



Sorcery 

Lota of people over 97,000 
Sorcery Plus 

1B3.4S0 Joanne Sturton, Orpington, 
1 38.048 Alison Stevenson. Wildenrath, 
13Ip806 Simon Keen, Camberley. 




Supersleuth 

20,300 Donald Sharkey. Scunthorpe - 
Survivor 

367,300 Paul Edwards k Stevenage. 
302,300 Eddie FUkuis, Htincorn. 
241 J0Q Scott Brown. Cumbernauld. 

Tanknnsters 

18 H 300 Ian Boffin, Woking. 
1,350 Kelvin Cterke, Telford. 
890 Darren Ellis, Stanley, 



54,440 PM Davidson, Norwich. 
24.230 (Level 9) Peter Brady. Poniefract 
23.650 (Level 8) Adrian Gxeenway, 
Biackheath. 



Who Dares Wins II 

1 to, 480 Lawrence Smith, Newport 
99.450 Ralph Turner, Newport. 
SMJ.7S0 Jonathan Stewart Dundee, 

Wizard's Lair 

198&60 Stephen Raggett, Woatbournc 
Pork. 

163,385 Adrian Leigh, Stockport. 
JS2 r 00D Paul Lewis Northwich. 

Zorre 

999.S9Q Weal Thompson* Co. Down. 
21O.2S0 Colin Winter , Grantham. 
44 ,€00 Lee McMahon, Manchester. 
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i A HAWK i 

TOMAHAWK T 

A chance to get your mitts on one of 25 copies - cassette or disk - of 
SsS^. the Rave new 'copter simulator from Digital Integration 





Tomahawk is a superb flight-and-fight simulator from 
Digital Integration, based on the awesome Apache 
helicopter. It** a corking program, with ivperb 
graphic*, involving flight and lots of long-term objec- 
tives If you want to get hold of it far absolutely 
nothing, then just answer the multiple-choice questions 
below, specially compiled For us by the folks at DL 




4*i 



The 'Copter Questions 



**** 



1, What is ihe nationality of the world's largesi helicopter? 4. Whfch helicopter is used by the RAF for Air-Seo rescue? 



a. American 

b. French 

c. Russian 

2* When was the First flight of the Apache helicopter? 

b. 1985 

c. 1975 

3, What is the crew capacity of rhe Apache? 

fi. 1 
b- 2 
t 3 



a. Wessex 

b. Gazelle 
c Apache 

5, Who wrote Tomahawk^ 
a R. Swift 

b + C Boswell 
t. D. Marshall 

6. Whor technology does on Apache pilot use to see at 
night? 

a. Infra-red 

b. Ultra-violet 

c. Carrots 



SHEKHANA COMPUTER SERVICES 



PRICE 

Elite 14.95 12.95 

Gel Dexter a.95 7.5a 

L)fxtin*d ay Hi u r . . ,, 9,95 7.50 

They Sold a Million 9-95 7^0 

Rebel Flan et .. » » » > »»+e»95 7.50 

Quest Probe m $ 9-95 7. ?0 

Monopoly 9.95 7- jo 

Friday 1 jri* 8.95 & .75 

PrngPong *-7S 

FA Cup Fool ball 7^95 6,50 

Bom b J *c k fi.^J 6.7 5 

Movie . » , .1^.^^ M>5 0.75 

Spin t>i*ir> .m,,^ ^,. 9**5 7.50 

Strike Force Harrier „„ 9.9$ 7.50 

Knitf hi Gamn 9.95 7.50 

Am tin Accolade 14 pcaoira) 

MS 7.JP 

Tu dd MWMHW . w ..H.HH 9.95 7*50" 

3 In Paradise 9.95 7.50 

Battle of Plane It 9.9 c 7.50 

Gun b right* 9.9c 7.50 

C> Ihtvb* »n .^.» T „ ^. iWW . J**5 7*59 

«■<*■■■■**« 9 j 95 T 

FMlrllfhC HfnmiUnm 9-95 

International Rug by 7.95 5^5 

Spitfire 40.. - 9.95 7.50 

Ommindo - r -' ' 1- 9-9S T*J» 

H MtGuifan't Bon ins.. 9,95 7,50 

F If titer raotw*..**.^.****** 8.95 fr.95 

Matchpoim .....9.91 7*50 

The Hohbif ■■14-95 " 



SwtevD'i World........ ^05 ^95 

3D Voice Cheat r ti.9s 10.95 

NiphEth.idr 7.95 7.5D 

Ra m bp mi imm* M u»i^»i^^ Sdff .75 

Lord of the Rlst~» r 5 .95 , x a .95 

Southern B sifla ■^ ■ < »«,. w « B,** b.95 
Stylo* 

Sorcery, ,-,,, S.gs 6.95 

□each Head If* ,..9.9$ 7,50 

Arnhcm 9,95 7,95 

GGOOiet # *..~.~..~»~..*i..*hi 9,95 7-<a 

f m poasi b k Million , 9.95 7.-9 j 

Wime r Garnet* .... 9.9 § 7^9 

Super Bowl * 9.95 

Single 1 disk mmiMimp 4 r ^S 

Vie A r Ku n ft F u P M S.95 6.7 9 

Mini Office. 5.9* 4.09 

Scrabble 9,9c T50 

Bruce Lee 9.95 7.9$ 

Lorda of M idniflh t 8.9 5 7.2 % 

Mini Office El 14.95 ii.g-t 

Yabba Dabba Doo 51.95 7,50 

They Sold a Million 9.95 7,50 

La«er Batie^.^ 14.95 12-95 

Way of the 'finer 9.95 7.95 

Deter 1 Ran, 9.95 7.50 

Spy v Spy 9-95 ?.J0 

Critical Mm* 4*95 6.15 

Saboteur* -« m W . w .h^., 1.95 i.75 

Turbo l-:-ip rfit* t.e J 6-75 

Grand FH* Rally 2 N.u«, 6.9 i 

Star Quake* B P -os 7.5a 



$*ordi a itd Sorcery 9.95 7.95 

Azimuth 

(head alignment > ft. 94 7.50 

Ruck und VVreitle* ........ 7*90 

Thcairc F-u rope— 9^95 7*95 

Hon n der* M.^ftH^i«. 9,95 79 $ 

Tornado Low Level r 7-95 5-95 

Hi^hivLuv Encounter..,.,. &.9J 6.4$ 

Nka Faldo^ Golf 9-95 

tr Jets* 9-95 T<95 

Slap Shot^N.^m^M- S.95 7<95 

3D Stunt Rider S-95 7<$o 

K nigh t Lore .„ 9.95 7*J0 

Worm in Paradise , 9.9$ 7.50 

jD l .rand IVht 9^95 "^0 

Roller Coaster, * *.*<: 

3D I n ■ m :i r" - 9.95 7<%0 

Forbidden Planet..,.. 7-95 5*9-5 

Iliiir> of Adrian Mplc... 9.99 7.50 
Tbc Electric Studio 

Mfhi Pen ..,19.95 ■ 

EE rl dge Pla yer j x 1.95 i Oh 9$ 

Q u k k&ho t H j oy stick . ... 1 2 .91 N + 99 

3D Cyrus 11 Chess 9.9 j 7.95 

DISK SOFTWARE 

Hitch-hiker^ Guide to 

the Galaxy 6 1 IS CP, M - *+..+> 24,9^ 

Hi version , M>?5 

They Sold a M illio ni..,t 4.95 1 2.-95 

SplnD^3ty + .^.^ WM . m ,l4.95 

Sp 1 1 fire 40... 1445 1*<*5 

Who Dares* Win il„ r 14.95 1 2 , 95 



Larcr H ask - , , — „ 19^95 1 7^9 $ 

f^mmtndo...., 14.9$ 12.95 

Winter Sports 14.95 11-95 

Hun Dar ach „„„„ M „» 1 |<f 5 1 1.95 

M u report ... f , 13,95 1 1 .95. 

jD VoUe Che*a. r .i+4.<+i. M i5<95 i}-95 

Bri d ec Play c r 5 j 5.9.5 1 j.95 

Harry McGuigan 

linvlnjt I4.95 li 95 

Highway Encounter IJ.95 I19S 

T.L.L. HiiHHH *5*95 1 1 -95 

S weevo's World. r ., 1 3.95 1 1 95 

Discovery „„. 1 t.yu 

Dlskon 13*95 

OCP Music S\ srem I9-9S «7*95 

FLphiffWarrtor* 

Ea plod.FlKt 1+ », Mb>MiA ., MI< 24 95 2 2,50 

Mini Office 2 .. 1 9.9$ 1 7.50 

Fighter Pilot ^.....tj+a^ H-95 

Spy v Spy J ,..,.,. + , l , + „l4 + a5 17.95 

3D Cloc k Chess (H*$&h* t$*9i 1 7*9 J 

Bridge Kla yer 1^256) h „ 19,9$ 17.95 

UOK , r k 4' Kt#HH HM 4Hrl 1 3^5 E I j 

K j tch-hfke n Guide r .. 

/.nrk i, r ,. r ., ir . 34.9$ 

Deadline 14.95 

ScaStfllker.... >iHhM+nifhiHM^M'^ 34 < 9 j 

P Lane tf alli«+pi«4.bi^.iiKMi»*fei**iii+iH-»h 24 1 9*^ 

Cyrus II Che^ -- ****** 1 3*95 1 ' ^5 

Grand PrU 1 1,9* 11 .9$ 

Lords 0 T Midnight ... 1 3.95 t a . 95 

Elil* .....17-95 *5 



For MA I L ORDER please *end c hq; P.O. »: 
S.C.S.iDcpi AA) 

PO box 394 
London \E56JL 
Tele phone : 0 1 1 1 $6 
P&P included in UK.Europeadd£l per lap*. 

Eisrarhereatcott 

S A E fur list. 



If yuu would like I^i pick up vourdi^counL software 
pltttse fcinng- yCruroopyof ihi s ad vert tu : 
CrOmpy^entre^ L nit j 
lit Tottenham Court Road 
London We 
r.w G^odge St tube sin. '. 
Open sbt day* j week j o.ooarn- 1 1 joopm 



A<:i- £ ^-irid V 1 s j cut J ri u( Un c fin £ 

01-631^4627" 




t.i red i I i-d rd Jer* despatched same diy *ub| CCT CO 
ivusUbitit} 



nrir l o iihlitio o 

1 fc/9r^r%ar%r^^^aT^^^^t^r^#^P^^ 



Soma iHogrimt irt Kid on the 1 
nandiig. th«r thay muit noT ba uud to 

infriingo ccpyrrQ'-ht, 



TRANSMAT 

EASY TAPE TO DISC TRANSFER 

T h it c fc o1#tHO(nj Hy us^ri fl nrt r n$p*ci«o iTV ha* 4+1 1 h# 5: a ndae d In ujem 10 due vantlar 
1h*| clhfl-r* atte*rvpl to mjmr^ick yVhal 1^* pre** Hunk <ii Tfansrr^rt: 

* Vgltd Ho 2 m the Serious Pi-Qflrjim* Tnp Trin fl^jr* hy Amst^ad A^iion flpadfrn J»r 

* Maximum ratmjs n ^CW Aug as BjSBjtejfefift 

* Highly r KQ^mtndri ny AUSCLU B ^ w 

a "Vary easy to ul4ity ' P-CT J^/y ^5 Af*o HkKted rof Best a< the Bu^ch 

"fn'ii^flis rrarvy faaiuifrS intrude 

* Eery ooaratbon * Aulo or rum aulo modaf 

a Rtiocalor lew progj#m* w^tcri OVafVM n# |k»e dmt tKire 

■ f rata * Catalog f am • ftanamt 

* r>«f haadat -*ad«r ■ Sv^aet uaar area 

* A or fl driva woffung * Pansmjit 

CasHiiv f ? }b fmc Oiac £11 45 me. 
Now availabl* on flOM. only f 19.46 in c 

SPIRIT 

The perfect advanced aolgwafc compkfrnanl to Tranimal for 1*iose hnowledgibht m 
S0^-pul |-1 ^ 5 pint cfers aM poo!^ vou need ir. one Bconamiv nartppge tn irjpsler 
tr>o«a 9*^um« haaOerl«ai proorarni onio rjiic 

Ttin wpn>ilicit«d pacaaoa on a tram ma ta Ma cauatt* for only £ b 96 mc 

TAPE TO DISC TRANSFER SERVICE 

vVe will put your ORIGI N AL casttda toft^ara i.even rteadef leu- and toriflritor h ; rl a* j o n a 
quaktY 3 " onK lof ivu few ineiud^ in* p* tea of ih* diae Juti aandyour cataatie. ie*» 
tnyoutky parta^knfl wrtO pay mant — wawiil send you t»i#tii scared Heap IPie cajifccfl faf 




ODDJOB 

THE DISC UTILITY PACKAGE 
YOU HAVE BEEN WAITING FOR 

A comp lete d isc u t" J fly w- th a 1 1 TJ^a p r ogr a ms YOU h av# ioi d us yo u wanted b1 1 
:ogei p ie r ir one arp jzmg package A total of 39k oC disc so^ce used 
Just too* si same of rft* tectum 

* A complete tJ feCTory a-rJiiof with wrucH you can aKBrrine t^e d-sc 
directory and aat^ly altar the contents 
Recover erased procjrams 
Hsde progfenis frorrr r^a directory 

A complete sector editor 10 ermine and/ or arter EhecQfuenis of files in 
HEX or ASCII 

Map out your disc and locate where f ias are on the d>sc 
Prevent Dro^rams I Tom accidanially being erased 
An irrtetlfrgent disc cofxer that can copy ino*e damaood non ^Eandard 
seciprs on 0 single or twin drive sysiem 

Format in half tit* tim* on en her drive. Fdeal *Qt & 25 mcr« second drives 
Transfer your little used ?ro^rarna/fii«a from disc onte tape 10 reclaim 
expenswe disc space 

Increase the speed of your disc drive bv up tg 20% 
Lpsd and list protected BASIC p'agrrjms 
All instructions are supplied -on disc on a separate help meru 
Simple to use wnfr sing I? Xey selection 
Makes full □$« &i the disc onve 
Compatible with all AMSTRAD CPC compuiers 

All this for the incredible price of £1 2.95 cn disc only 



NEW 
SPECIAL OFFER 

Bl^ 1*0 Of fta«vUinandm*.kf 

Luir^Ha+j in c* # *fm fta>aal 

rb rihrni Ci>rc>* Pi niaafhan an 



TAFC TO DISS TTUNSFIR SOLUTIONS | 
The T. I.E. Hook" 

TRANSMAT OWNERS ONLY - 
A lMjm(»f bookifl if n$w #v*4L|b** 
CDniaming jpprDt. 90 ^an^1«r 
ao'L'tia"* 'ar Ihaie prab *m pro^iifrf 

OMV f3 95 inc. iTIf 1-M 
T ( E i V.«tf n^ailfthlu on rh*-r CP*n 
Par (i SES <nc 



PRIDE UTILITIES LTD. 
(Dept A A| 
7 Chalton Hvighls 
Chalton r Luton 
Beds LU4 
Enqland 
Tal DbS2 4t169& 



ALSO AVAlLa.BLi FrtOa* 
OUR EUftGPlARl AGENTS 

7? SoH MfccnaradiiiflL 
pQuncn 33il-Bu r o. OwtotOara 10. 
ft?*C B«rcM**ga«- 
Waat Ge^rr-gr-s, 
ESAT SOFTrtAflE. 
S& Rui D»J TordL. 1300 Bciflwi" 
rranea 



ALL PRICES INCLUDE 
VAT AND P & P 

For Emopr adtl ri OO pai Ml** 
I tn AuYiidlasia addi 1 75 pur'U" 
For R«H Ol Wqrid arid f I M 
pi?i riikm 



c 



FOR ALL AMSTRAD CPC MODELS 

(NOW DISC PRICES ARE EVEN LOWER) 



Quality uulptiei from our fast reliable and friendly mall order service, 
All enquiries with e.a.e. answered. Excellent discounts io the trade, 
feat export servkre, hour UK turnaround all orders. In fact ■ comptata 
profaaiionai guaranteed service. 



Amstrad Action and Ambyte present... 

DISK 

SOFTWARE 
BREAKTHROUGH ! 



DESIGN DESIGN 

DD001 Tank Busters .. 7,95 

DD002 DarkStai .. 7.9S 

DD003 On tiifi Rmt ..^...^ 1.95 

LOTHLOKIEN 

LO001 johnv Reb .... „„„„ iB „„.,..™ 6,95 

LODGE Special Operation ^9S 

LO0G3 Red Coats 6 95 

GREMLIN GRAPHICS 

GROOI Thing on a Spring 8.96 

GR002 Way of the Tig&r + , ,9,95 

GROGS Super Sleuth > 8 

KUOO 1 Star Avenger. . , - - 

KU0Q2 Ga]aaaA.*<,.,M, » .... - 

KU003 Rock Raid..,., B-95 

KU004 Fruity Frank - ■■ 695 

KUOOS Caverns Of Mara , . . — 6, 95 

KUOQ6 Bridge....... 6.95 



CCS 

CO001 War Zone.. 

CG003 Arnhein 

CC0Q3 Desert Rats , 



r I H I fe h M +S 4 P H I « « «J « « « 



...6,95 
... 9 95 
...9.99 



BRITANNIA SOFTWARE 

BROOl Play Your Cards 

Right.. , ........ . IPP . . t ,„ 



.....7-95 



FIREBIRD 

H0O1 Rasputiru . - « . 

FI002 Runeston*. ... 

F1O00 Jerry the Germ 

F1004 Costa Gapers ......... ... . ... 

FIDOS Chimera .._ „ 

FI006 Thunderbiids ..... . *.« . . 

HOOI Willow Pattern. 

FI005 Don t Panic - 

FI009 Subfiunk 

FI010 Shorts Fuze 



.tt, - .¥# 



| r-T- • 



r H ill I VI 1 P 



7.95 
7 95 
7 35 
7.95 
3.95 

3.9S 

i.es 

L99 



R LUC AT A 

AL001 Who Dares Wins 2 .„. & 8-95 

CEL 

CR001 Endurance , 7,B5 

CR002 Juggernaut ***** h,,7JS 

CR003 Formula 1.. ....... .....7.95 

CR0G4 Blade Runner . . . . .*„ 8,95 

CRO05 Genesis.,, , 9,95 

MA5TERTRONIC 

MA001 Finders Keepers **<*.,* „ 1 .99 

MA DOS Chiller .......... 1.99 

MA003 Nonterraquous . . L99 

MAOCH Locomotion..., 1-99 

MA0G5 Soul of a Robot 1 J9 

MA006 Formula 1 Simulator L99 

MA007 One Man and his Droid L99 

MA008 Caves of Doom ... 1^9 

MA009 Into Oblivion ** . « 199 

MA010 Spell Bound. 3.99 

MA011 The Last V3 „..^2J9 

MUCRO GEN 

MKOO 1 Battle at The Planels 9,93 

&0CQO2 Three weeks in Paradise 9-95 

MK003 Herbei is D ummy Run B 9-95 

PSS \ 

PSOOI Theatre Europe ™.. + ^....... 9,95 

PS002 Battle (or Midway 9-95 

PS003 Battle of B ritain ... . .***< , .... - ■ 9 95 

PS004 Swords and Sorcery 9 

PALACE 

PAOO 1 Cfculdrai^ . . .» - B. 99 

MAS TECH 

MT001 Zoids- The Battle Begins B 95 

MTOOZ Brian Jacks Superstar S 95 

MT003 Geoff Cap^s Strongman 8.9S 

MT0O4 Samantha Fm Strip P&ker . 8,95 



US GOLD 

USOO 1 Beachhead Z 9 95 

UE002 Impossible Miesion «*« 9.95 

OS003 Winter Games 9 95 

U5004 Return to Oz — . 9 95 

!JS005 Bruce Lee ^ , , - 

USOOG Cronies, ^95 

US007 Zoif o .-- pm - - * 9 95 




i 




Amazing new scheme 
can save you £££££! 




Big newa for disk drive owners. A scheme which allows you to 
buy software on disk for the SAME PRICE as that on cassette! 

Until now you 1 ire either had to spend frustrating and often 
fruitless hours frying to transfer cassettes on to disk. Or you've 
had to pay pounds extra for the disk version of a game - if 
indeed a disk version is available. 

Now all that has changed, Amgtrad Action and Anibyto 
have combined forces to bring you an ingenious new way of 
buying software, one which neatly gets round the large extra 
cost of disks. 

The breakthrough is achieved by purring a minimum of 
TWO programs on a single disk, Thanks to Ambyle a so- 
phisticated duplicating ecp*ipmem\ you can choose ANY com- 
bination of programs you like from the software houses taking 
part m the scheme. Just take your pick from th§ list below- 

The only condition is that the first two games you order 
must havo a combined value above £15.00 (that's about the 
price you would normally expert to pay for ONE disk game). 
Thege plus any others you order will be duplicated onto one or 
more disks which will be sent to you together with the games 1 
official cassette inlays or instruction leaflets This process is 
being done with the full approval of the software houses 
involved - they receive royalties for each sale, 

To order simply fill out the form on this page and send it, 
together with payment, to: Amstrad Action Disk Special , 
Somerton, Somerset k TAI1 5 AH 
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Graphics 




These pretfy type- ins will show just what Arnold can do when he sets his 
mind to it 



This month's type-*em-ins are oil fast, smooth anim- 
ation programs - What's more, they all get their 
amazing speed the same way - colour-switching* If 
you just want to dazzle your friends with Arnold's 
graphic abilities then get typing, If you're a Basic buff 
and keen to write colour-switching classics of your 
own, on the other hand, then read on to see how it's 
done. 



What follows assumes a fair bit of graphics knowledge, especi- 
ally about inks and colours. ET you're not coo hot on these, take a 
look at our new series on Basic programming - otherwise, read 
on, 

H you want to change the colour of a point on *e screen, 
you can do it in two ways. The normal m&thod is to change the 
ink at the point - this m the way thai graphic commands like 
PLOT and DRAW work. In a typical animation sequence, you'll 
need to make many thousands of these changes every second - 
more than Basic can handle - so this plot/draw method isn't 
going to be fast enough, 

A quicker but more drastic way is to alter the colour m 
which the ink at the point is displayed, using an INK command , 
The problem is, this method also changes the apparent colour 
of every other point drawn in that ink. This is the power of 
colour switching - even in mode 0, it takes just surteen 
command* to change the colour of every point on the screen- 
Colour switching doesn't change any of the shapes on the 
screen - straight lines in the two mini-listings and curves in 
Rotating Spheres - but it can still give the impression of 
movement by changing their colours. In the two mini- listings, 
the general pattern is moved by assigriiitg colours to the inks in 
rotation - the individual lines, after the initial drawing period, 
stay exactly where they are. 

Rotating Spheres has a slightly differed approach. Once 
the lines and curves have been drawn, the inks are all switched 
to black except the sphere-outline ink and one other - these are 
switched lo bright white. Thus you have only the sphere outline 
and one set of curves/background lines visible. This set of 
curves and lines is then switched to black , and the next set to 
white - and so on r in an endless loop, until a key is pressed. 

All three programs use mode 0, to give as many inks as 
possible- More inks means more frames in each cycle, and 
hence smoother animation - try adapting one ol the mini-listings 
to run in mode 1 , and see how much less convincing it is. Two of 
them also use CALL &BD19 - the same as the 364 FRAME 
keyword - to slop any flicker, btil Conveyor Belt does perfectly 
well without this. 

If all this sounds a bit complicated, don't worry. Compare 
the threelistings and then watch the programs running - you'll 
soon get the idea. In any case, you needn't understand a thing to 
enjoy the impressive graphics they produce. 



Conveyor Belt 



This omoilag ultra -mint- Kitting 
From Roger Wilson of Blackburn 
Fsfusf Hven lines long, but it'll 
knock you deed. Machine code — 
who needs It? 



10 EE & * MO DC 0 x INK O t OiPAF£fr Oi BORDER O 

20 DEh roli: 14 k i FOR a=0 TO i 4 i READ col(a>:IMK *+ 1 , CO 1 < * ) I NfcKT 

50 DATA 3 f 9, i 1^3,21,24,23, 22.19, 12, 10,4, 1*7,$ 

40 FOR b"*0 TO 360 STEP 0,3ic>& M0DC13> 

50 PLOT 351 +?.0Ci#COS(b> , 200+ 1 90#S I N ( b > ,c+l 

60 DRAUi 32* +300*81 N t &+ 190> , 200^ 90*COB<W 50^*1 1 NEXT 

70 FDR d* 3 10 13iFQR e =l TO l3:INK s.caU f rt+*)*0D lZ) iNEXTxN 
EXT cGGTO 70 



Swirl 



Thfl name 10^5 it all, really. Paul 
Fcirhur$.f$ seven leen- liner draws 
two different shapes and they 
bath *wfrl - dnd pretty fait, too. 




10 INK 0 t 0tlKk: 1,4: INK 2,0 : INK 3»l2llNK 4,I6tINK ?,20:INK 
6, 24 

20 MOPE 0 ■ col=l : ORIGIN 320,200 1 KG 

50 FOR TO 360 

40 K-COSt angJ :y«SiN< ang) 

50 HOVE 3?0*ic f lOO+ysDRAU cal sWOVE iOQ+y , 320*x x BkAN 0,0 

, co J 

60 IP «1*6 THEN coi-1 ELSE col«col + l 

70 ME XT *ng sFDR q=i TO 40iG05UB llOxNEXl Qtcol'l 

BO ClSjORIGIn 0,200lFQR n-0 TO 7EO: y-51N tnl 1 HOVE n**4O/7£0 

t 19S*y 

90 DRAW 3?0,0,ccl;IF cvl*6 THEN col=I ELS€ eol^cal+l 

100 NEXT rt:FCR q = l TO 40IGOSUF LlOiNEXT qiMODE ZlLlST 

UO CALL 4rBDS9xLNK 1,4s INK" 2, 9 1 INK 3, 12: INI' 4 , 16:1 MK 5,20| B 

I^K 6 + 2*:GDSUE 170 

120 CALL ft£f£l9;lMf t»24l INK 2, 4 1 INK 3, Si INK 4 f J 2: IMC 5,1+1 
iw; 6^0:C-DSUl: 170 

110 CALL &BDl*|IfcK l,20l INK 2,24? INK 3,4xlNK 4,SxINK 5,12: 
INK 6, I61GCISIJB 170 

140 CALL f*BD19 x IKK l v l+iIN< Z, 20 : INK 3,24UNfc 4, 4= INK S,3i| 
INK 6,l2t&aSLJE 170 

150 CALL At£l>f9xINK 1,121 INK 2, 16: INK 3, 20 1 INK 4,24: INK 5 t 4| 
1 INK 6,3l&QSUB 170 

160 CALL &B2>l*tlNK 1,©|IN* 2, 12 t INK 3, 16 1 INK 4,201 INK S,24| 
I INK 6 1 4iSDBUB 170: RETURN 
170 FOR I- 1 TO 30 1 NEXT 2 1 RETURN 
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Rotating 
Sphere 





This may be Ifia longest of Hie 
three, but it's well worth the 
fypingi tfme, Yov coin make me 
sphere rotate or g Hilar r adjust its 
height and width, qnd gfve St a 
circular or ^rrolghr line back- 
ground. All of this courtesy of 
James CadValloder - great shift! 



\\\\ 



mm 





ARD 

an program why M ptf 
sfad to ocmtributing to 
*ges? Major listings oould 
5u anything from ISO » 
hile mini-IisTing we 
tms fte author a termer 
iy speaking a mini- Luang 
jK'0 ticinare than 20 line* 
major listing can wf 
bu' is has id very good, 
f sftineihitK} ihai will be of 
pa/inter est lo a majority Of 
dowsers) 

190 note that ^ou may only 
programs which atfe 100 
■m original work and 



which tiav^n t beeti submitted (or 
punted} eteeWjter e 

You atouJd submit your 
program on tape or disk, sqcos*- 
pamod by a printout or neatly 
written copy of the listing . If you 
wrot ywr program rataraed you 
musi also include a suitable 
stamped. seUHaddrGssftd 
ope or i iffy bag 

Send ii all to; 
Typ«-ln* Editor 
Amvtnd Action 
So merlon 
Scmeroet 
TA117FS 




320 WHILE IKKEY< J AH >0 
3*0 MODE 2 i INPUT "&1 it taring »r ^ot *t i n^? « g /r > " , -h* t * : IF L 
QWER*<nn*t»i *"g ,B f HEN CQO*« I ELSE Cdti#-0 

333 INPUT " Width ?<0- 320 > Ksizex INPUT "Height?! 0^1 W> " , ysi 
z* l n-tiffl^K size: tegonflnuia-ysi za 

340 INPUT "Circuit t»ekgroun(j'< y / n) " , bACk« i IP bMkf^'y" 1 
M£N b!Ck»n ELSE bACk-I 
345 MODE 0 

3SO &DSUB 2340 i 1 makv ink*- visible- 
360 DES 

380 IF b*erfc~l THEN O0SUB 1220 
460 ORIGIN 320,200 

470 IF back* 13 THEN GOSUP 2390 1 * <*r#N circular background 
430 GOSUB 2000 : ' d^A** nufrouinid to ftph*r« 
490 GO SUE 20B0 

500 GUSLIS 1790 blank out inks 

510 IF fir*t«2 THEN SQSU9 18*0 ELSE IF first -IS THEN GOSUB 
1930t* Anirtatis 

530 END 
1220 col»2 

1230 FOR strip=0 TO 640 STEP 4 

1240 HOvE atrip t O 

1230 DfirAWPf O T 4O0 T cal 

1260 co1*cpJ- + 1 i IF col a 16 THEN col»2 

127" NH X l strip 

1230 RETURN 

1790 REM #** blftnfr: ink* *** 
1800 FOR bl*nfc=2 TO IS 
1810 INK blank, O 
1920 NEXT bt*rtk 
1330 RETURN 

1B40 REM ink nimap **# 

13^0 WHILE INKEV*= M " 
I860 FOR *ff*ct»2 TO I? 
JB70 ink *ff*ct,26 

1TOO CALL JtBD 1 9 1 ftEfl put * FRAHE* hmfm if you h+vw a 664 or 
6128 

1890 INK #ffKt,0 

190O next afF«et 

1910 WEND 

1920 RETURN 

|9SO WHILE INK'EY»=" H 

1*40 FDR iFfKt-13 TQ 2 STEP -1 

1930 INK «ff«ctn,26 

i960 CALL £rBDl9iR£H put * FRAME * hsre if you *mve * 664 or 
6128 

|970 IMk pFftfctfft 
19BO NEXT ifffCt 
19?C WE-^D 
19^15 RETURN 

2iHXl R£r4 M4# draw bordering ::ircle to give liOlitfitv 
2010 INK IpiiiPRINT CHR*(23> (CHR* tO* ( 
2020 FDR &urrcKmc=0 TO 360 STEP-' ': 
2030 K«8lM(Burroynd9tUsL;H + 4J 
2040 y=CDS( fcufr-ound }*iymlzm+21 

J050 TF surround »0 THEN MOVE k „ y ELSE JHtAW ^,^1 
106-.' NEK 1 turf aund 
£070 RETURN 

20SO REM *»# dfftW inside ^** 
2090 c^l=2 

SibO PHI NT CHR4< 23) ;CHR*{CDd*J 5 

2110 WHILE klll»)-YUJH» 

2130 FOR insidV^O TC 130 Q'4 £f» 12 

2130 k=3IN< inuid*r«H*lEe 

21 40 y «C0e ( i n*ide> *y s i ze 

21SO IF in*idtf-0 THEN MDVt K,y fl-SE TOAW h,y,izOl 
21 60 NEXT Lnvid* 

2170 col=COl+l I IF to 1=H 6 THEN COl"2 
2 ISO ksI E«-K»isH"4 
2190 UJEND 
2200 RETURN 

2340 REM *** iflilre »nku vln^blv *** 
2330 FOFt vi»ibl**0 TO 15 
2360 INK vifiibler visible 
2370 NEXT vitibU 
2900 RETURN 

2390 REM *#* cireulfti* b*e h ^sfountf »n* 

SiOjO Col*2lRRj:NT CHR*<23> ;CHRt(C0 5 

2410 MC"irC a **i ^e+S 

2420 ycirc-y*12»+4 

24^0 HHllL hckc( 46.' 

2440 FOft Atigl«-0 TO 360 STEP 12 

2450 M=SIN<*n9l»>#J4circ 

2460 y*C0S<«n9l«>*yc:ir<: 

2470 IF angl*»0 THEN MOVE K t y ELBE CRAW n,y,COl 
^4 en NEXT Angl« 

2490 CGl^COl+llIF CP 1-1 6 THEN CO 1-2 
25J00 «circ«KCirc+4 
25 lO yc i rc=ycirc+2 
2520 WEND 
2530 R€TUf?N 
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[ UNLOCK YOUR] 



AMSTRAO 464/664/6128 



SNAPSHOT 

# Tap* bickup utility Im jwrmll Infj hf adirlw tapts T*p* CO.M 

Powerlu tap? utility Iftat *1 LL back g(> your Inpu biiwirtl fioflwafft. So ftlmplft ID 
uao if 3 childs play 1 Oi screen tf^ldi $ program ieiyin. Easy pufih -button 
selection lor your choico of i rv$ tpm). The nest bQfil Ihing to a dfec df I w. 



AMSHELP 

* transfer raps software 1« d ijc Tip* M .» Dfe* €1 0.Sfi | 

BeTtsr than masE, AMSHELP will even tfanafer ASCII liles. A hd automatically 
adds a re : ocaiur 't*r those programs thai overwrite thodisc memory ar&a. 
FACE Disc d&proteclof 1 1 sis a rolled progr-ams.. ale 



LOG KS M I T H • LOG KSN1TH 4 lflfet.lt on ROM £1 9.SS 

■ D 45c u E i I 1 1 v caHictM n Disc rt 1 0.»B 

The most user -tr tend ly utrtrty oi lis type tttra disc includes 1 he lunctiors that cur 
Customers have asKOd f Of The tfi-se options include UNERASE, RENAME, 
MAKE INVISIBLE. WAKE VISIBLE, 5ETTQ READ ONLY. SET TO READ AND 
Vi'R ITE , C HA NGE USE R AREA, INFQHMATlCmON FILE LOCATION and 
LENGTH, PROGRAM DEPflOTECTOR. DISC-COPY. SPEED-UF*. FAST 
FORMAT, efc This utn n y will even show hidden ;jr uyr an i^a-id 3, 'ov* ycuto 
back up discs with bad op illegal sectors anm racks (dn;»i(i$ome imitations), 
f uincfions are easy Jo us* - full on screen mlormation, tal i disc sector editor. 



AM 



# AYaiFabklMn. Full E&iom hlDwar Nc aridmflrtll (»«ir upplr require 
P I = =? SB bj rid for dEElEli. 

OVERSEAS ORQEfl Pit A£E A0D El F(J ft POSTAGE PERSONAl CALLERS WELCOME 

INTERLOCK SERVICES LTD 

Dept AA, 123b Brent Street 
London NW4 Tel: 01-202 8727 



GELNPLQT £ A general plotting [i r L-:. k.hy i ■ c -if-flC icr rhtf 
AM^r^AU It conlami « iopftliVCHleu" DAfA EDi 'OR and 
'V5 RSATIL F PLOTTING FAQUTY' 

&ENPLOT C*n alttOWRMft A viritlycl UoTirulr-i printers 
■Ad jjijivplnllrtM; 




Ol *4 « prriffrriion fTmrtS «n*J Qf«ph» It C«fi «|» wvc, 
Uttful lOTriO tom* vilQt toSuAl drf&tty* «f« !*r w*^nr lu 
*4M *ftO CSrtlprrlHrM fhflfl 4 flCfMH Pyll Ct £rurK:hy 

numfrtr* 

tSEMPLOT DISK CI QINFLOT TAPE til 95 

BLun* J 1 dlihftllfil. 9ol ID f 
Blank CIS laps ind library cat*. ID For TO 00 Vf$A 
Dlpnk CM (apt and library ceaa, 10 tor C6.50 

AL-TUKHArM M**fe C4fnput*r C*nlr* Lid 
Rodney houu,Cn1ltGl1« l Kottiii^tiAm Ntil EW 
Tfcfc O605-SaB1r 17. Tftt*i: 373B9 THCDK 



from a selective mailshot 
to a gardener's year 



microfile 



stores & retrieves information 
to your requirements 

• Client records • Club Membership 

• Music library • Stamp Catatogue 
• Fixture lists • Supplier Index 

£19.95 including VAT & Carriage (£24.95 on Disk) 

CORNIX SOFTWARE LTD. 



BEWARE 

THE EMPTY SHELF! 

^ Good news. Amstrad Action's circulation is rising. 

► Bad news. Your local newsagent migtti sell out before y<m 
can pick up a copy. 

P- A void this possibility, 

► Hand him a completed copy of Mm Dorm. 
P Or subscribe. 

► Dor. ( m]» the Action. 




£>ear Ne- wsa g$n t 

fieaje ensure I reemva a monthly copy of Amstrad Action 
(distributed by S&ymoui Press, TelQI*733*4444X 

/fame„ § M mmm****WW¥f*W**t> ppjip j ■ p p p p pp»h rrwwrwrwrwwrwwwwwww 
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The section where your tips, pokes and 
devious game-busting ploys are relayed 
to the nation 




After lojl month's mega rEps on 
how ro p!oy the game we've 
go I some more underwent) and 
informative cheats from Tim 
WqWia From Henley, David 
Cooper from Macrresfieid ond 
Rhys Jones from Peterborough. 
Two special missions hd*e oteo 
keen d iscovered but we're not 
gofrvg to give the game away 
on them - let's |V*t jay thgt 
both involve tpoce stations in 
danger. 

The ilfV t*p h o way Ig 
dock easily without a docking 
computer. Choose c system ro 
hyporspace ro and go there* 
Then get yourself It fifed by any 
means possible. Press "¥*' In 
response to the "load new 
Comma nder? ,, prompt but men 
save the commander to rape. 
Now return lo the gome and 
you ore docked at the space 
station of the system you 
hyper spaced to. 



Taking on Thargoids in 
witch space if a deadly pastime 
but you con automatically moke 
it happen, First choose a 
hypers pace system ond then 
pause the gome, Press the "F" 
key, restart the game ond then 
hypefspoce. You appear in 
witch space with three or four 
Thargoid motherships and an 
average survival time of undei 
«t msoute, To leave you just 
pause the game, press F, restart 
and hyperspoce again to the 
system you originally intended. 



^^^^^ 



William Ryan Irom Waterlord 
has sent in a poke for the At- 
ligata game thai gives infinite 
lives and disables conveyor 
belts. It's entered using method 
one, although there won't toe 
any prompt on the screen. The 
poke works with both the AN 
hgaU and Arnsoft versions. 



10 MEMOHY A 1700 
20 BORDER 0 
30 LOAD M ! BLAGGE At 2* 1 
40 MODE 0 

50 DATA 0, 23, 2. 6. 18. «. I 26. 

10. 20. 20. 15. Op D, ZG, 0 

60 FOR C 0 TO 1S:RDU» hWK 

CJ.I:NEXT 

70 ENT 3,10,1,5.1,-10,1 
SO INT 3.14,-1 <2B 
90 FNT 

100 ENT US, 120 
HP ENT 2,10 r 1 r U,-1B,1 
120 INT 3.100.0,1.14. 1.15 
130 ENT 5,13, 1,5 
140 ENT 6.15,-1,7 



Starfon 

Nice dp for the. Melbourne 
House apace game from Philip 
Wand of Beentwood. Jusl keep 
the lire button held down and as 
soon as a ship enters your sights 



15D INT 6,1.1,2.1.-1.2 
160 POKE A3C0U:PORE 
S.9CD3 G-POKE U.POKE 
«9C09.D 

170 POKE S7ME,195 
160 POKE 31338 OiPOKE 31940,0 
iSQ POKE 3?579.0:P0KE 32SBO O 
200 CALL &7F56 



it will explode. Philip suggests 
just taping the fire button down. 
This prevents the need for re- 
peated presses of the lire button 
that may cost you lives as the 
ship overheats. 



Semi Brady from Elthom and 
Glenn Sims of Barron-under- 
N eedwood ha*e bath 
completed MiW-Gen's latest 
oread? adventure so here are 
some rips culled from thefr 
solutions. / 
1* Two sticks ond sorr«e boy 
scout tmTnmg will warm the 
forge. 

2 T Don t get sand between your 
toes - pul somelhing on your 
feet. 

3- This geyser ere says he'll fill 
you in billy, 

4. The cancer consteJIqUon is a 
hydrophobe, 

5. A laud shout or a be'l that 
hurts will woft o firOi 

6. A cricket prize will make a 




pes y an god donee, 
7, Move the weather paMern to 
□ flammable roof. 
B. A substitute for rweezer* will 
solve Daniel 1 * problem. 
9. A drip of water can be 
collected In hard outer covering 
at the piece that isn't ill. 
10- No frying tonight if you 
douse Those flames. 

That little lor should enable 
you to rescue Herbert — but 
you'll hove to work out how to 
SOve WriittO yourteLf. 
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The map was compiled from the 
excellent contributions of 
Andrew Kefteringham from Not- 
tingham and someone who for- 
got to enclose their name but 
sent tips on Kong Strikes Back 
and Spellbound as well. The lips 
have been compiled with (heir 
help and that of Martyii Robin- 
son from Brierfield and Jason 
Stanway from Biddulph. 
Stationary gunners - these can 
be killed by blowing them up 
with grenades or by walking 
level with them so that they are 
forced into the open. 
Snipers - pop up and down 
intermittently allowing them- 
selves to be shot when exposed. 
They can also be blown up in 
their foxholes using grenades. 
Mortars - can be blown up with 
gier.adcs or forced to leave 
their positions by getting horiz- 
ontally level with them. 
Outposts - try to appear m line 
with the door where mosl met*, 
appear and blast them as they 
come out. Also try to get the one 
fast-moving man for a 1250 
bonus before he disappears off 
the bottom of the screen. 
TaxLkff - can be blown up with 
grenade b or coaxed off screen 
by moving to the edges or by 
getting level with them. 
Bombers - there is a slight ran- 
dom factor in where their 
bombs drop so just steer well 
clear ol those locations when 
crossing the danger lines for 
them. 

Fighters - these are realty 
nasty, particularly when you re 
not expecting them. To avoid 
them you'll need to be running 
diagonally up the screen when 
crossing the line so that you just 
miss: iu strafing fire. 
Supplies - collect these as 
quickly as possible, otherwise 
the soldiers may blow them up. 
POWa - line yourself up right 
for shooting the executioner as 
soon, as you appear on a screen 
with a POW. This gives yon a 
nice bonus each time. 
Grenades - when throwing 
these don't get too close to the 
top Of the screen or they will 
disappear. Ahv beware of 
rapid throwing caused by hold- 
ing ffie fire button down for too 
long. 
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10 DAIA ZLBA.90.36.QG 

HI DAIA 21 .A2JW. 36.00 

30 DATA 21 r Ca,Afi B 16 r O0 

40 DATA 21 P SB,Al3B r 0D 

50 DAM 21 JA 91, 36. 00 

6€ DATA C3, F5 BF, 21, 77, Z2, 

36, 25- 23, 31. E2 

70 DATA 21 r 40, 20. It. 40. M. 01. 
3A. 02, ID. BO 

80 DATA 21 r 40, 00. E5. 21. 00, 

80 £5. 21, 3A, 02 

90 DATA IS r 21 r 07, BO, E5, 21, 

B3. D2 £5. F1 21 

100 DATA EA, B1 . 11- US. B\ r F3 K 

Ei 

110 MEMORY A2O00 

120 LOAD" " 

130 MODE 1 

140 CALL &3C6A 

ISO LOADT.*204Q 

ISO FOR X &BF4Q TO SB FEB 

170 RiAO m 

ISO POKE X,VAIT& J ' -A*| 

ISO NEXT 

200 CALL SBF5C 



lis 



Highway Encounter 

10 DATA 21. 40 P DO. 11, 00, SC. 
01 r 40 r Of. ED, BO 
20 DATA 21. SO, 00. 11. 40, 00, 0' 
00, 9t, ED. BO 

30 DATA 21, 77, 00, 36 03. 21, OC 
9C, 11. 00, OC 

40 DATA 01, 40 r 0O r ED, 00, C3. 
F2. 01. 21. 74, 22 
bO DATA 36. OF, 23 r 3&, AO. 21, 
50, 22. 36 58, 21 
60 DATA 40, 20. 11, 40. 00, 01, 3r 
02, ED, BO, 21 

7Q DATA 40, 00, E5, 21, 00. BB, 
E5. 21, 37. 02, E5 
80 DATA 2V 07 r BS. ES. 21. 69 
02, ES. F1, 21. EA 
H DATA B1 r 11. D9. B1 r F3. C9 
100 MEMORY &20O0 
110 IOAD 1 "* 
120 MODE 1 
130 CALL &3AGA 
140 LOAD ! M3AEA 
150 FOR X-&9BO0 TO ME 50 
^5C RF.AD As 

170 POKE X,VAL( Ji «V fl i AS} 

tea next 

190 CALL UB29 



Poke methods 



Tins 'is . thf 5 ? afrcmjn wh&Es;"^. 
^xpiam how idinpm theinnjftjity" 
r,i pokes using: two types of 
method. 

Method i Typ&m the listing 

fcsfowed-by pressing enler f'til- 
Jow on screen promptsioload th c? 
game. 

Method 2: Tte tape 
header/toad o r/isrte fccreen . com- 
prising usua si y of one or two data 
blocks has to be skipped. Rewind 
the game tope. Type in CAT fel- 
iowed by writer and play Tape 
Watcrh the screen and a m^^ige 
willfxmieup 



f'oij.na FILENAME' bsOCK 



OK 



flhB^AME -will; be :: Xj9H-? 
Ibf Ui« n&ne of the k»d;ng p 
s^ion The near? message £h$t 
appears -A'ttl be .£h£ main 
program appealing in- tte : ^t£$t 
atyle. 

Found MAfMFJLE block 1 OK 
where the MAlNFILE wiJl 6# 
ferenl for each game Mote the 
porol on ihe tape cousver at which 
this$eoond hi& appears Stop the 
laps and rewind ro just before 
thai I paint Type in ths program 
and RUN it. Then press play on 
itetar>edeck 




Strangeloop 

A Wttpl* of tip* here from vari- 
ous why c&s. The ftrirt is that you 
can be directly beneath ft 
crusher in the iet cycle without 
getting killed Mar* interesting, 
though, is a cheat that allows 
you to get pajft difficult ob- A 
stacks, All you do i» pause 
the game and then 

select load, Frew any key~«nd then escape fiom 
position your man anywhere on screen with- out 



the* e and 

losing a life. 



GRUMPY GU rtPH RE Y< 




Tint Ourney from Prestatyn has 
come up with the key to success 
en this combai game- He's told 
us what effect the first eight 
vases have and how you might 
destroy the dragon, 
Vase 1 : Makes a dragon appear. 
Vase 2: Gives six energy 
markers, 

Vase 3; Rifts next opponent 
Vase 4: Drains six energy 
markers* 

Vase 5: Opponent's blows inflict 
damage on himself. 
Vase 8: Gives SCO bonus points 



Vase 1- Kills nesci opponent. 
Vase 8: Drains sis energy 
markers. 

When you reach the temple 
drain the energy of the werrior 
outside ss much as possible as 
this wiD weaken the dragon ir 
side as well When he is dead 
run \o the mummy before a 
second dragon appears. 



To make this marucaUy frustrat- 
ing' game from Gremlin a little 
less frustrating here are some 
clues compiled from D 
Sharkey's tips. 

h Not a I 1 orange, more k 
lEastwood 

2. Something bugging you? 
Spray it again man. 

3. Granny gives advice on de- 
bugging and shoplifters. 

4. The woman's lost her baby 
but he's a sucker with a sweet 
tooth if you can get him on the 
move. No lost property so lake 
him to the boss. 

5. Manacle art offender's hands 



and take him to the boss. 

We're also printing D 
Sharkey's map of the rooms and 
objects to help you find your 
way around, 
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The next show is xlHI tjl I/lf I 



The next show Is 
doubted in size 
and that means . . . 

★ TWICE as 
much to see! 

★ TWICE as 
much to try! 

★ TWICE as 
much to buy! 

The summer Amstrad Computer Show is the 
biggest ever held, with many more exhibitors 
presenting all their latest products, including a 
large number on display for the first time. 

HOME USERS! See the versatile Amstrad 
CPC range stretched to its very limit with the 
latest megagames, hardware add-ons, speech 
chips, graphics packages, languages, 
simulators, utilities. 

BUSINESS USERS! See the new word 
processors, spreadsheets, databases, 
accounting and other financial programs plus 
communications packages that enable the 
CPC and PCW ranges to talk to the outside 
world. 

EDUCATIONAL USERS! Find out why 
Amstrad computers are entering educational 
establishments in ever-increasing numbers, 
helped by their low cost, adaptability and 
networking facilities. 




Qrgtmi&ed by 
Database Exhibition* 




and it lasts 
for THREE daps 
instead of two! 



Champagne Suite and 
Exhibition Centre, 

NOVOTEL. HAMMERSMITH, 
LONDON W6 

Friday. June 13, 10am -6pm 
Saturday, June 14, 10am-6pm 
Sunday. June 15, 10am-4pm 



Avoid the 
queues! 

Get y our 
ticket in 
advance 
and. • . 




Advance ticket order 



P"| Undff-lfebefcetftat£l(uue£ll £ 

Jowl £ 

[ ] Cheque endowed made payable te 
Dfrt&bwe PuWiC4fl0n* Lid 

f| Pto** debit my credit caid account 
Aeces* t i * ■ i ^ . t i^.. ■ ■ p 




Champagne Suite & Exhibition 
Centra. HotnteL Hammersmith* W6 

June 13 15 1986 

Post to: Amstond Show ticket*, 
EurOvv House. 68 Cheater Rood, 
Huxel Grove, Stockport SK? 



Nam* 
Addrtttt 



mil ^r-MHiri^ 



, 5%n**d 



Vl» L^i. ■ i J I— 



Adml**tnn ai door: 

£3 fadultsK £2 (under tfa) 



PHONE ORDERS; Ring Show Hotline: 061-429 7931 
PRESlEL ORDERS: KEY *»9. THEN 614568363 
HVCROUNK ORDERS: MAILBOX MrMAGOOl 

yieotte truote credit ^grd number and full oddnw* - Ref. AkS 




Paul Rebmn Hm Cleveland ^J^^ J* 
Chijiwo -nop with one ef another Firebird game the 
maX cdusing problems The thing to not»« * 
H SJSS fa ! S53£ chonge to the 
on *cr«n to ma ke mopping eos.er. Well done Poul 
what's next? 



Qwm €)B<m£ 8- BOCK 



RPk REFUEL AT 
BASE 

kffrRETURH TO 
BASE 

C- CALCUIATOR, 

DISK fit 
P- P£NQl 




STUNNING 




Savings 



Wake up to Amstraci Action's unique mail order service 



Watch out for fow fing«r«, th«# pages are HOT! They 
give you a way of getting hold trf *irxtin^ software at 
ftisultag discount Simply by uiing the voucher* printed 
bftfow, yon can obtain dt$eeimt* ranging from 50p to a 
full £5 on the programs yog want, it makes it easy to 
recoup the complete tost of this ma go seine at a sttoke! 

In addition to lhe*e dUc0Uitt« r almost all orders 
qualify for a special r rio-ttrings-attached FREE GIFT rang- 
ing from blank cassettes to full-priced gomef* 

We know of no more exciting way of getting the 
programs you need. 




► Reliable 



► Economic 



► Fast 





with any order over £5 



A CIS daia cassette These cass- 
ettes contain, high-quality tape 
especially designed lor use by 
computer ewner^, They come m 
library caw with blank Inlay 
card. 



with any order over £15 

Your pick of any one of the games 
featured m toe SOFTWARE 
5UPER^5Al,F box! They're worth 
from £8-10 each 1 (Please note, 
you shmild specify a second 
choice on the order form b case? 
your first Choice is Out of stock.) 



with any order over £30 

Your pick of any TWO of the 
games featured in (&h 
SOFTWARE SUPER-SALE be*. lr 
means you can p:clc up games 
whose shop price is worth more 
than hail your total orderi (Please 
note you should specify second 
choices on the order form in case 
youx first choices an* out of 
Block.) 




VOUCHER 



for iMwkh tfiut tnm OA 
[mat. am vimchur JW« w&*r, 



I 
I 
I 




VOUCHER 



f<r Mi wrt* h4mi frH) ClfLR- 
fttff 



I 
I 
I 




VOUCHER 



$*».» 




I 



VOUCHER 



For w W rchitdm em £&9.M 



I 
I 
I 



The rave way of buying raves 

If you 3 re not sure quite what games you 'd like you could do 
worse than make a selection from this list - if s made up of 
programs given an AA Ham review in this or previous issues of 
Amstrad Action Remember that by sending m vouchers you can 
obtain considerable savings on the listed prices. 






L 



7TEAKEUNGFU 

Hilarious combat action, £8.95 case 

BOUNTY BOB STRIKES BACK 

O&^Hiiddictive platfomung. £9,95 c&w, £13,85 disk- 

SPY VS SPY 

Wacky can eon caper*, £9-96 cms, 
BATTLE OF BRITAIN 
Claajy wargaxne, £9,95 cw^ 
3D GRAND PRIX 

J Ttre-biiniiiiffgw £13.95 . 

BRUCE LEE 

Leaping ind fighting £9 JScasa, £13.95 disk 
RAID 

Bombing the CommiM, £9.95 caw, £13.66 diak 
MATCHDAY 

Skilful aoccer play, £8.93 ca« 
NIGHTSHADE 

Daaling graphics from Ultimate. £9.93 cass 
SWEEVO'S WORLD 

Humourous, sty hah, brain-teasing ^ £7.95 cass 
TLL 

Unbelievable scrolling. £8.39 cass 
BARRY McCUIG AN'3 BOXING 
Best Aznstrad boxing game, £9 ,93 £&as 
BOULDER DASH 
You can t atop playing. £9 SScaa* 
LORDS OF MIDNIGHT 
Gnat adventure epic, £8.96 cas* £ 1 2.96 diak 
CYRUS Z CHESS 

Lootoaofwb.pUyatOBgh.tSflecaOTflS^diA 
WAY OF THE EXPLODING FBT 
Smash-tart combat. £fl.&fl cam 

WHO DARES WINS II 

Great Commando-style ahoot-em-up. £8.95 cu$ 
SPELLBOUND 

Bargain arcade-adventure. £2.99 ca&a 
TANK COMMAND 
Tough battle-field action, £13.93 diak 
SKYFOX 

3D an cornba t simulator, £9.95 c^jj 
DALEY THOMPSONS SUFERTEST 
Eight more gruelling events. £8,95 cass 




► It you want The disk version of a 
gams you mur mark this clearly 
on the order form Otherwise 
you il get a cassette. Do check 
first Thar a disk version exists and 
thai y op have the n gta price for it. 



► We try to be na accu rate as we 
can m giving detatls on price ar.d 
disk-yeision availability. How- 
ever we can't be heTd liable for 
.in v errors which may have crept 
in. 



ft 



SOFTWARE SUPER-SALE 

These games only £2.95 each! 

fey, Jiow about thia' Sixteen Ainstrad game-tit!©* which you caiv 
Suy at about ONE THIRD of the shop prtc$! They may not be AA 
aves, but aH but a couple are perfectly good places ot soitwarc-. 
dost received AA ratings oi 60*70%, but thai was based on their 
Utt asking price of £8- 1 0 At j uet £2-95 ©ach they 're great bargains. 

You can order them in ttie normal way by filling in the Mail 
)rder Section of cur All*uvOne Action Form And remember, if 
lour order is large enough ycu can claim further discounts and 
jaybe even extra games FREE 



Selecting seriou* 
software 

U games aren - your scen^ow 

abou- chooang or* of these ex 
ce?cm ^gTamstoranyotherl 

aetioua software. .J? 
TASWORD6128 

Suoorb wOTO-pi ocesaor for - - _ 

owners makmg ^' "fV 
e^a memory 

TASWORD464/464D 

The earner veiaicns for 464 or 
664 owners Trie a ~* ^ * 
inriuden a ™**™ T f 
£l9.»«a» £24 85 disk 



disk. 



AMERICAN FOO THAI - A.-^i Aitjc 



AMSGOLF(Compul*Tmuth/AiTi3a'? 

UkAS&tC ADVENTURE {Am*cA) 
tXJ^Ftf AWE AM r (Anuott/Micioni*ga} 
tLECTRQ FREQ&Y (Amgott/SofSspM) 

^Ifltii, Jb mr: cm TL' Hi lui^-*. fW-n JiTtfiWl rtjl rtJ IL" '"' 

ftfttTEF KILLER {Amsoit/Pratek} 



LASER WAJtP (AmB&ft/Mikr&G&n) 

Jtnioo# JtihHrrfttf. flume aVW- * m up .4j4 ^ dn f-* 



SOPERCALC2 

X* sehs for f^ dTe g 9 , 
pS^ris on other micros. £49- 



StESSA OE FROM ANDROMEDA 
ftsiiiFi—p^Mifaif 4Wi **s 

V+tl&B ptabm jfcuwf aa-^ ffta—r trussing AAJTavgrf^S 

ff ^ Amjoft/frcwiftre; 



MASTERfTLE 

XWcl value dat^-i^ 



H8HHHHV 



HOW ORDERS ARE DEALT 
WITH 

Amstr ad Action Mail Ord«r w ™ 
h«rt in SomeitQit, but in a iap£- 
rite locarion from th* mui AA 
HQ. The ope tuition ts m by the 
inpet^ffident SUE TAYLOR, the 
woman who gfcts more mail in 4 
diiy than mowt pft^pla *ach 

your ordM Include* 
program! which oar euppiieri 
cannot got hold of for some re- 
ason , Stl6 will despatch all pack- 
age* within three day* of receiv- 
ing them, Therefore, allowing for 
the time lit the poit, you can 
normally upect to receive your 
parcel witttfn* week to 1 0 day* of 
ordering. 

If if ■ delayed beyond that, 
the chance* are you've ordered a 
title which either hasn't yet been 
released or ii temporarily un- 
available. In which case a phone 
call from yon WONT tpeed 
thingi up. (tn fact, the reverie 
Phone-calk aire very tune- 
consuming to deal with.) Natur- 
ally, if a long delay waft likely 
we'd let you knew* 



Overseas readers 



MASTERCALC 



can join in! 



powerful 
£24 93 »is». 



Ron deis in the Republic ot 
IRELAND can order any of these 
goods at Ae same rates as Br iush 
readers provided lhat paymf*nT is 
made m pounds Sterling, if you 
wish lo pay in Irish punts you must 
add a IR£3 50 surcharge IN 
ADDITION ro allowing for the 
currenl exchange rate ■ that'5 
whri' it costs m to pay in your che- 
ques or postal orders 

Readers elsewhere in 
EUROPE mu»i add Z$*h to :hie cost 
of their order to allow for extra 
postage rates- Payment must bo 
in pounds Sterling 

tf you live- OUTSIDE EUROPE 
please add 50% to the cost of your 
order to cover posiage. Please 
also specify whether you require 
air-mail or surface delivery, We 
will pay refunds in cases where 
fhe pesfage sums om subs!dji-i 
ally cheaper than the exua 
money you have paid. Once 
ay am. payment must be in 
pounds Sorting. 



INFOCOM ADVENTURES 



7 



Hitch-hiker s> Guide only I19.9S (disk)! 
Other adventures only £16.95 (disk)! 
CPC 4M/&64/&123 / PCW 8Z5« compatible 




No one who's played an trJocom ad venture 
is likely to dispute that they are among the 
most sophisticated computer entertain- 
merits money can buy, 

There are no graphic*, no animation, 
no colours. But the text you are given on 
screen &ntf the programs ' astonishing abil- 
ity to understand and respond to your 
typed instructions are enough to have you 
glued 10 the keyboard for weeks. 

'Hitch-hikeis 1 Guide to the' Galaxy* 
based or. the Douglas Adams book/ radio 
show/TV series is the most recent Infocom 
title and has made adventurers around the 
world speechless with its mix of brilliant 
humour and brain-twtfftmg puzzles. 

But the other titles in the range - 2ork 
I* DeadUno. Seastalker and Flanetfali - are 
also superb. 



We've putted out all the stops on these 
games to offer you thsm at absolutely the 
bsgges! discount w& can afford The retail 
price of ■Hitch-hikere' hag been widely 
quoted as £S4.9S> but this m fact is the price 
EXCLUDING VAT. With VAT it works out at 
£28.69, so our oHer of tl&.9S (which 
INCLUDES VAT, post and packing) lb 
almost £9 off: 

Similarly the recommended price of 
the rest of the range is £22.95 each 
(£19.98 + VAT) so you can save £6 by 
buying ii from us. 



s 




MOON CRESTA 



Only £6.50 caps inc. T-shirt! 

OK, arcade freaks, here's a tasty little offer. 
Buy trom us the classic shooi-em-up new 
out from Incentive Software and we give 
you a beautiful and exclusive Moon Cresta 
T-shirt. The only extra you pay is &5p post 
and packing - not bad for a T-shirt worth 
£3 98, eh? 

Don't forget to specify your abe on the 
order form! 



This prog ram from Ram bird Software is very 
special indeed - by far the most sophisticated 
music composing system available on the 
Amstrad. It allows you to create and play a 
wide range of synthesized sounds* turning 
your Amstrad into a powerful musical 
keyboard. 

It's already a bargain at its shop prscc of 
£15.95 on cassette. £19.95 on disk However, 
as you can see, you can buy it direct from us 
for even less. It's a great offer for anyone 
interested m mussr . 




BIG LEAGUE SOCCER 



Only £495 ca» 
454/664/6 1 28 compatible 



This game won an AA Rave review which 
described it as "better than Football Man- 
ager 1 It puts you in the role of a league man- 
a go r with all the financial and personnel deci - 
SfcOtts that involves. Experience the agony o! 
sweating over your team selection and then 
watching your players outmanoevred on the 
pitch during the graphic highlights of each 
maich! Or maybe you can cheer up our pub- 
lisher by guiding Southampton to the top al 
the first Division,., 

I "m over the moon about this one, Brian . 
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WALLY GAMES 

Only MM for TWO! 



v_ 



Super oflter for tana of those lovable Watties 
who star in that trio of excellent Mikrogen 
games Pyjaniarama, Everyone's a Walty 
and Herbert 5 Dummy Rim, You can have 
any TWO of these programs for, wait for it, 
£&0O - they would normally cost almost 
£20! 

The garnet feature great colourful 




graphi.es and present & baffling series 
puttdea to solve, In fact they arguably have 
a stronger Adventure 1 content than any 
other arcade game - and they 're going tor 
& aong. 



To order ptease use 

the Special Offer 
section of the all-in- 
one form on pno 

(Please note, these offers are 
se par a [e from the rest ol our m ai I 
order achRrriG. You cannot u&e 

vouc h a f s to obtain f u rlha r 
dlscou nis, and you can not c laim 
the free gifts - we've a Ire a dy 
knocked off the meat we can!) 




rfl. 
ed 
nr. 
for 



my 

ie- 



ELITE 

Only £1 1 ,95 cu«,I 16 .95 disfcl 
464/604 /6 1 2ft com patib le 




If you've been wowed by our review of 
Firebird's amazing space epic Elite P but can't 
quite manage the normal asking price, 
here's an offer io blast you into hyperspace - 
a full £3 off the norma] price of both the cass- 
ette and disk versions (yes, the shop price for 
the disk version is £I9+95 b not £17-95 as we 
printed rwo months ago). 

If you ve missed out on all the excitement 
about the game r j ust take it from us that Elite is 
otic? of THE greatest computer games of all 
time, tnfact it can become a way of life. 

(Please note thai at time of writing the 
disk version is still unavailable because of a 
shortage of 3" disks , while the cassette ver- 
sion hits been temporarily withdrawn 
because of a bug. Both these problems are 
expected to be resolved by the time this 
magazine is on sale , ) 



MINI OFFICE 2 

Only £11.95 cas s ; £1 6*95 disk! 
464/664/6128 compatible 
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Readers' Charts 



Etit* mmntvttnt lit ENt* Stofvs in fh* gcmes ehorti Hii* 
mo nth > despite the natty butinets about th* bug, 
Otherwise there'* lftfl« chang* among the garnet, 
except for Ihe popularity of Vertex 1 * TLL Byf look out 
for next month's chart* - what effect are Spm€Hjxy f 
Got Owrtefr and ftetmnrt going to have? 

On the serious tide the A MX Mouse hm vaulted 
to the tap, though lest month** leader CAC it still up 
there in contention, Frofexf hat made a pretty impress- 
ive dtihut, as has Mini Offfe* 2* Do two Mini Offices 
make one Big Office? Watch this space for the arcs we* 





GAMES TOP 20 



1. Elite 

Firebird - & 

2. Sorcery Plus 
Z. TLL 

Voitex - 7.T% 

4. Vie Ar Hung Fu 

Imagine - 7.5% 

5. Who Dares Wins II 

AUtgtU - 5.1% 

Mar sp or I 

Gargoyle - 4.-0% 

7- Stiirion 

Melbourne Horn* - 4,2 V. 

8p Swecvo's World 

9. Highway Encounter 

Vertex - 3.5% 

10, Barry McCuigan's Boxing 

Acli vision -3.1% 



11. Soul off a Robot 

Muterlieruc - 3.1% 

12. Raid 

U$ OoW - 2 ?% 

13. Cauldron 

Palace - 2.7% 

14. Alien 8 

ULEimiie -2.4% 

15. Sorcery 

Vtr0n -i.8% 

16. Sabre Wulff 

UltlRMl* - 1.6% 

1?. DT ^ Decathlon 

18- Spellbound 

Master croiuc - 1.1% 

19- 3D Grand Prix 

Amieft - i.5% 

20. Strange loop 

Virgin - 1 .3% 



The Voting 
System 

For anyone new to our siiiie of 
The- art vol mg forms and syslern 
or anyone STILL having trouble 
he [ e s a nothp r r un dc wn o n w i ' 
TO $0 and how 10 dO II. 

You have at your disposal a 
TOTAL of 10 voles for each char. 
T J ; ese can be split up any way you 
Uke on up to rive Titles but the 
number of votes you give to The 
different titles miwl add up to 10. 

Tor example. On The games 
chart you could give all 10 votes 
to a single game, Or you could 5 
votes to one game. 2 to anoiber. 
and I each to three others You 
}ust have lo allocate your IDvo.rs 
to reflect your preferences as ac 
cu lately as passible Whai you 
CANT do is give five different 
gamws 7 or 9 votes each That's 
greedy 

One furihet ihmg yon cer* 
tain.y cau l do is send in photo ' 
copies of the form There ha\e 
been attempts at jiggery-pokery 
in ihe post, so we wan: lo avoid 
any possibility of it happening 
again 



THE ALL-IN-ONE ACTION 



IMPORTANT 

Don't forget to fill m this bit! 

Xdin£„ 

Age 



Address. 



"Telephone number , 



Fill in as much of the form as 
you wish (front and back) 
Then cut out the ENTRE 
PAGE (even if you've only 
filled in parts of it) and pcsl it 
to: 

AA Forms, 18 Pine wood 
Drive 

So merlon, Somerset, TA 1 1 
5JP 



Mail Order Section 

I wGuld Lik* the following titles: 

Game Software house 



Retail price 



*II«-|!H-M*4 . , <4 r-H-s.-^, -,, 



2 . . 



- — - — - ■ -j «■ i 



— ■ i 
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Total cost pr^-discount, 



Please circle ONE of the following A-H if it applies: 
A : The total cost is under £5, 

B; The total cost is between £5 and £10 T and I enclose a 50p 
discount voucher. 

C : The total cost is between £ 1 0 and £ 1 5, and I enclose a £ 1 
discount voucher. 

D: The total cost is between £15 and £20. 1 enclose a £1 
discount voucher and claim ONE free game- 

E: The total cost is between £20 and £30. 1 enclose a £3 
discount voucher and claim ONE free game. 

T: The total cost is between £30 and £30. [ enclose a £2 
discount voucher and claim TWO free games. 

G; The total cost is over £S0, 1 enclose a£S discount voucher 
and claim TWO free games. 



H: I enclose 1/2/3/4 vouche rs from path e r issues of A A , 
entitling me to a B % f 1 0% / 1 5 % f 20 % discount. 
Alter allowing for discount the total amount payable 

ifcfHJ Illl 

1 enclose a cheque /postal order for this amount made out to 
Future Publishing. 

If you are claiming a free game or games please CIRCLE your 
first choice(s) and place a TICK by arty of the other titles you will 
accept if your first choice(s) are out of stock: 
American fwibtfl Amsg^tf Chitckie Egg Classic Atfoenter* fCvde fifsm Matt / 
Eiectro Freddy 'Huntst Killer / Hunchback /Jet 8oo\Jack Lass* Hterp / 
MasierChess ■■ Manic Miner / Message from Andromnria . " Ro/and Goes Digging / 
Space Hawks f$ptei f /Super Pip$Iifie if 



Game chart voting form 



I would lil 

GAME 

*- 


ce to vote for the following game<*): 
SOFTWARE HOUSE 


no* or VOTES 


a. 






| 3. . 


















5, 1 


Total 


number of votes = 10 



Serious software voting form 


1 would like to vote fox the following plece(s) of "serious software'; 


PROGRAM 

1 


SOFTWARE HOUSE 


NO. or VOTES 


:, 






3 






4. 






5.. ... I 








Total number of votes = 10 



THE ALL-IN-ONE ACTION I 



I 
I 



] would like to take advantage of the following special 
offer (a) and have placed a tick in the relevant boxfes). 



1. ELITE 

_!cass£ll.95 



disk £16.95 



2. THE MUSIC SYSTEM 
_icasa£l2.95 L dlsk£16.95 

3 MINI OFFICE 2 

L cass£11.95 Q disk C1 6.95 

4. PACE MODEM PACKAGE 
1 Complete El 39.95 



6. MOON CRESTA - T-SHIRT £8.50 
T-shirt size L small □ medium □ 
large H extra-large 

7. BIG LEAGUE SOCCER 

L cass£4.95 

8. WALLY GAMES (Tick TWO for £7.95) 
□ Pyjamarama _ ' Everyone's a 
Wally — Herbert's Dummy Run 

9. ALEX HIGGINS WORLD POOL/SNOOKER 
Dcass(2>£7.90 



5, INFOCOM ADVENTURES 

My machine is (please circle): CPC 464/664/6128/ 

PCW 8256 

Hllch-hiker's Guide to the Galaxy £19.95 
□ Zork 1 E16.95 □ Seasfcalker £16.95 
D Deadline £16.95 Planetfall £16,95 


I encloses cheque /postal order 
forihe totsU amount payable 
made out to Future Publishing* 
(Fle«* nole , youarer.<x entitled lo 
Claim further cLukout.Ee <si free -gift* or 
tfti* amount They apply cruy lo sh* 
Mail Cider section. ) 





















, Itift »thtmu«»W* WM&ftt yoa shtwid fill w. itw "hew tletai* h*:6 *> wail *i on ** 
tevo<r**<ilt>,eftjwn>. 




High-score entry 

I would like to register n 
GAME 

1. 


\y high -scores in the fo 
SCORE 


LI owing Amstiad games 
TIME TAKEN 


LEVEL 


?,. 








3. 








I promise these ate gennir 
Signed 


ie scores achieved 


without using cheat 


methods. 



I 

I 

I 

I 

I 
I 

1 



High-score challenge 

I hereby challenge :hy (oKrwing high scores printed in Amstiad Action 

GAME 



1., 
2. 



SCORE 



1 think the 3core(s) impossible because 



THE PRODUCT OUR COMPETITORS WERE NOT WAITING FOR... 



The True Mufti Standard 
international Modem 




Thf$ systm is curwntfy Jfre OML fuml fully racommendetf by Prestei 
Microcomputing ;o access fheAmstrad 'Amsnet 'database. Theumtcfters tufi RS232 
interface., Centronics interface, Spare sidaways ROM siot, Fofogrourxf 
Commnnicatms ROM wfth v&iabfe system set-op. inducing baud rates dafcrtx slop 
hftawt parity tfiangemttohfl Hep menu. andsimpte fo^cwnwK& No 
K&t^dtskorc*$m&t>^ Franwsrnaytestof&fon&sk, 
cassette or printer. Prestet. attPrestefSomcas, BTGokf r Easy^k. One to One, 
Skytoi, SuMfl Boards oteare supported on ROM software TOtefctf Svpptted as a 



OUR MODEMS SPEAK FOR THEMSELVES 



§mit*sfandartfV£l/V23 
tAutodtafrAutoanswor 
9 BT approved 

tT&esQlm&edowfaadet* 
9FufiR$232- optional 
9RQMbasedsottwm 
9 US 8$il tanas optional 
9 Am baud scan — optional 



9 Portetfe computet battery ch&rgw 

—optionel 
ttiaytttt^i^—optkmal 

9 fm BT Gokt Ma&oxanuyfrFm 
Easy^nkM^bov 

'Pf&rci HtooiXWfXftrv appraww?. Presto! l* ffw 

(tiwai rrWff ftm # J**?** Pic, 



Hem 



Qty 



Tout 



1 



i mckx* dwQueJPQ for f 

Or cr%itgvsttfAcceii/Vti& C&ttitwO. 

Signature 

Name 

^dttress ... ,. , 



i ■;■ ffi'.H to any olfiar raadteflT, ■ <' 
Smtir ^ qtJiory sottt/ara aw/tora for A'fisftja, 

For use iwfn W fttfhnte M*t w 
Cpmp/fl^ communications pmck tor: 



Ptease fflante cterjues pdjttDJe jo MODEM HOUSE 
mttraturp coupon to address fljppKffe. 



ii 

HOUSE 

« Lc^arwfc sirni, Exbo*. Dwjp ^pi* <33fla> 21335s. 




JT APPROVED X 
f tar uk * h 1 

:-IKC4f4.irKV«4ll 



fVft?cte in Strain 




C4SS^r7f 50 /S AVAILABLE ON 

OlVQa-b atari dragon mcmoN 

OR1C4 ZXat ^cppfcz Atmos 
Spectrum commodore &« AMSTRAD 



20 KEY, MULTIFUNCTION 
CALCULATOR WATCH 

with ewarf ordsf F-^ZZTr~ 
for a Cassette 50 



Mormal 12 and 
24 hour lime 



» Calendar mode 
■ A-anr) fiHde 
• CrtiJalor 



WORTH OVER E10 




^^Aftistrad cpc 464 



Avni 1llt fKiili and inrnirci^l gunt fid 
DYWAMITJi ihi dint, wvly Hw mail ihHfvl pil«ii 
lutcttd Find f^ufull in difttrtfti uintjin'i in Tfiii 
arrjiflil «dv*nluri to tiirch \ut KING-5 QFB 
NEMESIS • uphiitcirid uifiion ni OlhtHo wiih 
miny calaurlul opliapii mnd lwvi\t 01 pi h v 
To iflinfHiri Gnlf thrai of ibn EQ fjimirt en Hi p 
Antrid CmhiIi St H wMch inchidii irciriB ivph 
yflinii, wir iflmn. tdvinfiifi gimn, ligicifl, 
El^ltHl, ind frduciliond fiiiiil, i fiighi mhuUhi. 

myll4colouptd *nd utir AtHnid pipl^ci. iaynki 
c«np4UMitT- wufl-d Htd muuc yfiliunn Hit Hwing 
[Mswer »l your AltUirid. 



I Wtif Eflti 

i Lunji Linking 
5 Fim*iv limd 

E '-.!.: '-ri- 

T Whmv 
B ftina*i 

I f tnli 

10 - G*l*oliC An«cb 

II Iwiiin Aeiian 

Cfiun 
■J. AaviI Hf ic-yt 

1-5. CrtcpT trirtlf r 
1 E Hj:n||m|K 



1 7 P?r.r»i ftfl 

11 Thin ki 
11, 3D Mur 

ID- Cvlvnr 9 

22. Still I 

11. Tunntal I n|i i 

21. Btrril Jiim^ 
75 TriKhirvg 
21 Hillv^QDI 
I J filling ITjph 

■■a hiniM 

21 Sp*d Sh^ 
JO Jil Fl.gM 

31. V. n - 4 i Oil 

12 . |Hn4i r 

14 Chilli 



11 SlilMMin*| 

11 Spin LUfi 
17. HiHUF 
31 flip* h Hmi 

jiiiniln 

limf b«r^h 

Split Siifth 

Tfivhl Qui! 

» rtihn 

Advtnlyit 
i)„ t Mtkiit 
4t. h s 1 . a it 
4 ^ Fwct 



31. 
Mi 
Ik 

42 
43 



i^jpp-ir-d i>n cufnpfliihutf with 804 at>d G1 26 

V&mes A^-tf gz^.^jf flw^ YMff fw sor.fr type of comptj!&- 



fRCC 



calculator watct) 
with every 
Cassette 50 
EXPRESS DELIVERY-ORDER MOrW 
ONLY £9 95 - 



PMtiH cOv for 

Tru«Ci»rf krtj irti Out H flb-yi- feHV^C*. fHX^I SHO 



CtmCiMhl 0*™* Lid: 



Wife* 



SPECTRUM [" " 26 

cwMaaaRL w ; J atmos ; 

C^ic*d* Cp*m*i Lid 1 3 Haywra Cr«-H*nt. 
M*rrOQ4t<!. Nenft kaHire. HG1 SBC. England. 





oat i 




iec rj 
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SSSST 





is 8 ? 

The . 



The awnfd tari 
months afZ,^ offefZ 




f a, rde ' JAY SLUES 

^Wnced ySr?* 1 " wj f have 
door? Id<l<>ft ftaf loelrej 




software 




way Eucounte 
e Ax Kong Fu 



meplay. 

agine) - another Mastergaine, the combat 

) — one of the all lime Arastrad classics, 
oyle) - massive- a r cade-ad veniu t e . AA Master- 
tion. 

fU3 Gold) - rop -selling underground 



adventure 



ers can have any ONE of the following Amsoft disk 
games, ail of which normally sell for £13.93. 
- the classy, controversial shoot-em -up t 

i - the stunning expanded version that's too bag to A* 



Amstra 



i 

i 

c 



- the besi motor-racing simulation on the 

another blockbusting arcade-adventure from 
ramming team, 

powerful chess program, stunning 3D display. 



To order simply complete the form below and sand it off, 
together with payment to: Subscription Offer, Amstrad Ac- 
tion! Somerton, Somerset, TA1 1 5 AH.. Please note that if your 
order arrives less than a week before the on-sale date of our 
next issue, your subscription wont start until the folio wing 



fmu for lh» REPUBLIC OF LRKl.AttL prtwkiad ihu ptyrnmt ti mmtte m 
j 'urn tt you *kh I0 pa-? m Inch pnillti lb* »Efl ;? 11124,00, This aJJOWf !c-r 4 
tan thu b*fck rJmrgai to pay m Mih eh*<jti«. 
Far r#tdra #lt*Twh<«» ai Euf op* th» tit* i* £32.190 to iJlow for nxtrn 




Amslrad Action s subscription offers are Earned through* 
land for their unmacchable generosity. For £1&,50 (an ai 
which includes post, packing, every tiling) you not only gi 
tee yourself a 12-month supply of what is, let's be honest, 
favourite magazine, you also get a choice of the ere* 
software available on the Amsttad 



software available on the Amsttad 

owners can have ANY TWO of the following \ 
all of which normally sell for between £7 9S and £9.95. 




SUBSCRIPTION OFFER FORM 



)CKOUT OFFER 



ational savings on cover cassette titles! 




BATTLE OF BRITAIN 

Now that you've had all that 
practice blasting aircraft out of 
the sky in our demo program, 
why not go for the real thing? 
The strategy part of the game is 
sophisticated in the extreme. 
Enough to earn it AA Rave 
status in our November issue. A 
great chance to reenact Britain's 
finest hour. 




tlHIIgrfil 




THEATRE EUROPE 

This controversial program has 
as its scenario a modern-day 
conflict in Western Europe, Can 
you halt the Eastern Bloc forces 
using conventional forces? How 
will you resist the temptation to 
resort to chemical or nuclear 
weapons? h superb war game 
(AA Kave Feb), combining 
strategy and arcade sequences 
with a chilling and topical at- 
mo sphere, To sample it, try 
ringing 0003 668405, 



You've seen the ads, you've read the reviews, you've 
sampled the action. Now for the real thing. 

We're offering at huge savings oil the superb PS 5 
titles demon strafed on our cover cassette plus the 
chilling war game Theatre Europe. They normally cost 
£9.95 each, but you con have any one at a £3 
discount. Buy two and you get £7 off. Three means a 
£12 saving. Get four and you save £18. Or you could 
go the whole hog and bog all five programs for no less 
than £25 off than shop prices, That's under half prfce! 

You won't find any better way of getting hold of 
programs from a software house who now seem 
destined to make a massive impact on the Amstrad 
market. 

All games ore available on cassette and are 
compatible with the Amstrad CPC 464, 664 and 6128. 



PSS PROGRAMS SPECIJLL OFFER 
FORM 



Yes, I want to take advantage of the specie] offer option I have 
licked below. 
□ 1. Oris title lor £6.95 
~2 Two titles for £12.90 
Z3- Thrw titles for C17.il 
□4, Four titles tor f 2 I.ED 
5, Five titles for 

I have circled the title(s) 1 would like from the list below and 
enclose a cheque or postal order made out to Future Publish- 
ing, (Please note, all titles on cassette only, but compatible with 
464, 664, 6128) 

Get DtKter f Swords and Sorcery / Doomsday Blues } Battle of Britain / 
Theatre Europe. 

Address ............ k ........ F .......... 



Post mis form plus paymenl to: P&S Offer » Amtlnd Action, ScmirtoPr Somen*!,, 
TA11 5 AH 



PACE MODEM PACKAGE 



£139.95 complete 
4&4/6£4/&12e compatible 

Great news (or anyone looking for the best 
way of getting their micro hooked into the 
booming world of telecommunication*. This 
modem package contains absolutely every- 
thing you need and u widely regarded to 
be the best available. With it you will be 
able id join Frestel and link up with a 
growing number of Amstrad owners nat- 
ionwide on Arnsnet* a eervice which also 
Offers news, reviewi, technical advice and 
free software. You can also contact various 
bulletin boards and services such as Tele- 
com Cold which allow you to use your 
micro to send telexes. 

This lb what you gel: 
PACE NIGHTINGALE MODEM. An ex- 
cellent, full -featured modem offering both 
the 1200/75 baud rate you need for Prestel 
and the 300/300 rate used by m&ny bulletin 
boards. The modem has full BT approval. 
COMMSTAK SOFTWARE* This comes as 
part oj an interface which plugs inio the 
back of your Amstrad and links it to the 
modem. The software is the latest version 




of the much-praised Honeysoft package. It 
offers an extremely sophisticated range of 
options allowing you full access to all Pre- 
stei facilities including the downloading of 
software. It also supports easy communic- 
ations direct to other computers. 
Al*h connecting LEADS, The package 
has everything you need to plug in and go. 



The normal price for this package is 
£172.80, and even that is a considerable 
reduction on the price of the constituents 
added separately. So our offer is 
unbeatable. 

To order use the Special Offer Section 
of our All in One Action Form on a previous 
page. 



UNREPEATABLE 
COMPUTER 
BARGAINSI 



COMPUTERS E 

Commodore 128—* 220.00 

C o m m od ore 1 2BD . ,. „, 470 .00 

Commodore 128-*- 1570 disk , 369,00 

A rostra d PCW 8256 word processor r 429,00 

PRINTERS 

DPS 1101 Daisy-wheel ^176,00 

Amstrad DMP 2000 . 129,00 

DISK DRIVES 

Commodore 1570 ..„„„ 163.00 

AH prices include VAT and delivery 
Add €5 for Securicor 
Cheques payable to 

MATRIX TRADING 
Tempo House, 15 Falcon Road, 
London SWT I 2PJ 
Tel: 01-223 7662 (office only} 



ARCADE 

INTERNATIONAL SOFTWARE 

DISTRIBUTION TO PUBI. iC AKQ TRADE 
Safe time at fast for Amstrad! 



flcl&nd Gam Digging . 
Spannflrmnrv 

Munehit 

Climbu 

Split! 



1 

2*3 
2 ft* 
2S3 

i.» 

JM 
2M 

Miti erufctn IM 

flrom Smishtr ? 95 

Jar Bear Jack 7 35 

G«H5 0f Siradus 7 39 

Space Hftwks .. 7 59 

Cr*lT CqW -....JJS 

Cubit 7 99 

Furrthy 2.M 

Lis** Warp 2.91 

Astra A<t*tk 2 99 

Haunted Hedges.. . 2 99 
Slfttkmjrkil 2.99 

CFftHic Adrtntutt ,.2.99 

HHvtaitr ~ 2.99 

Ccdi H*mt Mfiti ..... J ,99 

Super Pipeline II J. 99 

Blaggtr 

Oc.iecc-i.it ; a j 

Snip Met 2 35 

Hoof* Jith fluill 2 59 

Luckf fruits 2 S3 

Code Nnmc Utltll . ..2 99 



Harder Ah«cIi 2.9f 

Ml tin ( Uaniy 2,99 

A View Eti a Kill.. 7 93 

Ar«l»i»n flights... Z 99 

Fstwi Wa.lte End 7 99 

M§n»of Km 7.99 

JfwiEi o* Mfttft,, .2 99 

Gaiter isfcir 2,99 

Warlord 2,99 

■Clmpper Squarl 3.99 

AmirtirnadJ J 99 

ChucJiietog 3 99 

HjiUf Killm . ] 99 

MjSEtr Cftlss . . 3 i$ 

Stir CornmaFMio' ...... ...3.99 

Hunehblrt .199 

Alftm Smasher. 1 f 9 

Horn i flunnK 3 .99 

U*mc MiTttr ..... 3 93 
Amff ic» fooibtll 3 99 

Alien 3. 99 

Bounty Buh 3 99 

Kung Fu in L#S Vsgas .3 99 

H^ggms PmI J 99 

Higgrns Sno-BkEr 3-95* 

fttacfrHead 3 99 

Pv r aekairtn»a 3 99 

Hftfberl i Dummy Run J 99 
EvtrrsfH i A Wallv 3 99 



Ship at Oogm iAdv) ...... 3,9* 

Irirca Curse {ArJv) 3.99 

Planel of Death |Advj... 3.99 
Espionage Island iAdv| 3 99 
Snots* . 4.50 

Ctaod ftifc Ornrer * 5fl 

A«*n8 4 50 

Sabri Wull .4 50 

Raid Oner Moscow :4 99 

Steue rj jules Snrjofcti 6 99 

Rambe „ , 5.7$ 

N O M A D 17$ 

Hypiripprr* 6 7S 

Yie Ar Kmig Fu 6, JS 

Elite 10 5Q 

Imd el (ht Rings ... .... 11 95 

SuptP Ten 6 75 

Kni|hi Rider" & 75 

Franhie cj T HoHywcmr ,7i2§ 

QlnrtbuHtfi' 7.2S 

fmpowible Mission' 7.25 

Winter fittt 1 7.25 

™f M 

1 93 
t 99 

,1*9 
1.9i 
.1 99 
1 99 



Formula 1 

Chill* „„ 
N-onleirntutaus . 
S-jl\ 2 1 .3 Pobot 
Caves of Doom . 

Locomolion 

Finders Keepers . 



TRADE ft QUANTITY ORDERS 

Gam«& priced i - orders for SO A t n 75 
Games pric«l \ 0.99- orders for 50- t £2-00 

Atf priCQS fnclud& VA T, F&P 
Os-qyes and poMftl orders pay 3b e W ARCADE INT. SOFTWARE Bind 

sant to 

Unit 202 Shopping Hftlli Myrtla fiosd 
Eail Msm, Lor>don E6 Tel: 01 -472 
Sftofl OfWI Hon -Sat, O 30>9 OO. ThMf^tlay, -a.3O-1.0O 



OVERSbAS ORDFRS CHCOUF6 ONLY 
Europe El 00 otlr* per lape F&P (50 t - add £15 00 1 
Eiscvvherp ?3 DO omra ppf tape P&P <W - add PS 5 Mi 





FromCiHI^JOVLe 
-the GaMEMaSTERS 



ADVERTISERS' 


INDEX 


Arcade International 114 




Alligata 36 




Al-Tukhaim 94 




Anolasoh 84 




Boyond 65 




Bubble Bus 94 




Cascade 1 1 1 




Coinixdi 




Database 108 




Design Design 




Elite Systems 42-3 




English Software 6 




Eveahazn Mic ros 34 




Hrebird SI , inside b. cover 




Gargoyle Games ] 1 4 




GB Standard 19 




Gremlin Graphics 83 




Imagine 2 




Incentive 5, 31 




InTorlOCkS * 




Lightwave Leisure 76 




Matrix Training 1 14 




Micro Snips 76 




Mirroxaoft 33 




Modem House 111 




Ocean IB, 44, 68, 73, 99, back 




cover 




Pace Software 4 1 




Pride Utilities 39 




PriitferlaLnd 34 




Probe Software 4 




PSSS7 




Sagesod 31 




School Software 76 




Screen Micros 7 




SJnekhajia SS 




Siren Software 34 




Soft Insight 16 




Tasmsn 24-5 
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Thrills And Death Defying Challenges You've Come To 



■8 

■S3 



There are Players , 
and there are Survivors! 



Available now in Firebird's Hot Range 1 for 
Sp€Otrum 48K and Atari 4BK, and available 
soon for Commodore 64 and Amstrad 
- buy them while they're 'HOT, At £7,95. 

(J) TilTtltfdft»Rtp!4ff , MrrK#W J ifk..ilL!:- r.' kM... li i nij|., i3 :,iji > p|, 



CD 




fflBiCflRD S W 1 WAfl E WELL IHCtq*! I 
y P-Pl R St HABIT IN J L* f*t U CWDOM WCJM ftDL 



mom 

0fl*1 ** *uQt*0 U OOtrt M«<tM|Mii I h i I | | i ilf Wp«— 

irtSAirtni* tfl >J*T 4tAC «r; Ljyr 



Ui IU QftQ£ A A^HT H K MT "I R[ L FD$T< HA CHID 



MtuMGVOhMOJSf, 



HOW YOU HOLD Tttf KfY TO GOTHAM CITY 
AHDTtif WORLD Of Ttlf 

CflPtT) CRUSflPttt 



Ocean Software LrntedL 
6 Central Street Manchester rll 5NS. 

Telephone mSU 6633 
Telex: 669977 Oceans G 




AMSTRAD 

8*95 



